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Though you'll meet a number of enchanting characters in Fire Emblem, three 
Lords rise above the fray in terms of courage and skill. 


STARTINGCLASS [OHN 
LEVELED-UP CLASS BLADE LORD 
CHAPTER ARRIVAL 


Lyn is the first character you meet in Fire Emblem. Possessing a 
kind exterior and fierce determination, Lyn will stop at nothing to 
find her lost grandfather and reclaim her rightful place on the 
throne. She begins the game as a sword user, but will eventually 
learn how to handle a bow. The box to the right shows her stats. 
(Lyn is the only Lord that you can control in Lyn Story—hence 


Lo: 


STARTING CLASS. 


Ls 
LEVELED-UP CLASS 01] 


CHAPTER ARRIVAL [EIN c EON н EOD 


Eliwood, a prince of an ancient land, is searching for his missing 
father. He cares deeply for his people and his friends, and never 
hesitates to do what is right, even when it seems like all hope is 
lost. Eliwood begins the game on foot, but will eventually level up 
to a Knight Lord and find a horse—which makes him the fastest 
of the Lords. The upgrade will also give him the ability to use a 
lance in addition to a sword. 


STARTING STATS. 
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STARTING CLASS _ LORD 
[У ДЕ] GREAT LORD 
CHAPTER ARRIVAL 
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NM 
anywhere else. Blessed (or cursed) with a sharp tongue and rapier- Er] 
like wit, he often finds himself speaking the words that others are NUN 
тоо polite to say. Though he won't win renown for his social graces, и 
his loyalty, fierceness and ability in combat are second to попе. ia) 
Hector is a master of the axe, but in time he will learn to wield a 


sword, as well 
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Bold and fearless, Hector is more comfortable in battle than he is | 
[- | 
ES 
[E 
T] 
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БЕД нестог5 story 


[B] Eiwoods story 


В [ут story 


Never in history has there been a group of villains more cold-hearted than the 


Meet the Black Fang 


The Black Fang began as a decent organiz: 
e that didn't mind bending the rules to get things 


ion—albeit 


Zone. Over time, however, the groups noble intentions 

ere warped by a leader who cared about only his own 
ends. Now the 
name of the 


The Black Fang is so much Black — Fang 
different than it once was. — || brings nothing 


mw — ——As but terror to all 
who hear it. 


Black Fang. If this rogue's gallery doesn't scare you, you're already dead. À E 


[CENE] DARK DRUID 


s the most evil of the lot— 


h, spiteful madman whose 
lust for power is unquenchable. 
Thousands of years old and wise 
beyond believing, the Dark Druid 
is a truly formidable adversary 
who will stop at nothing to 
achieve his twisted goals. It is 
because of him that the Black Fang 
has lost its once good name. 


A human member of the Black 
Fang, Sonia desires only to please 


herself and sei 
ever means necessary—including 
the sacrifice of her own family. She 


power by what- 


rules her people through fear, not 
love, and is one of the most power- 
ful foes standing in your way. 


Lloyd | 


CLASS SWORDMASTER 


Lloyd was reared on stories of the 


Black Fang—noble, heroic tales 
that told of the organization's 
good deeds. Though he has many 
doubts about the leadership of 
Nergal and Sonia, ће is willing to 
follow their orders to the bitter 
end. 


Ephdel is a Morph 
ated by Nerg 
magic. His shiny golden eyes 


а golem cre- 
al through unholy 


betray nothing, and they have 
been the final sight for many an 
unfortunate victim of Nergal’s 
treachery. He is the first member 
of the Black Fang that you meet. 


— d 


Linus 


Linus is Lloyd's brother, and the 


more level-headed of the two. He 
has inherited his father's strength 
and skill, making him one of the 
most feared warriors in all the 
land. He, too, has doubts about 
the direction in which the Black 
Fang is headed. 


"n 
ETE Патет 


Fire Emblem is a very linear game—events will happen in a set pattern. Learn | 
U, > the pattern so you know when to save, prep for battle and more. | 
d$ 42 x a 54 


CHAPTER PROLOGUE 


BEGINNING CINEMA SCENE 


BATTLE PREPARATIONS 


BATTLE 


START THE BATTLE 


PLAYER TURN 


SATISFY OBJECTIVE? 


ENDING CINEMA SCENE 


SAVE OPTION 


Parts one, two and five are all cin- 
ema scenes—but you won't see 


special effects or full-motion || 


video. Rather, you'll learn about 
the progression of the story 
through conversations. The tale 
gets pretty complicated—you may 
want to jot down a few notes. 


Before a battle begins, you'll have a 
chance to prepare. The Prepara- 


tions screen is where you'll equip || 


party members, choose your com- 
batants and place the units on the 
map. More options become avail- 
able as you move through the 
game. (Note that some chapters 
don't have a Preparations screen.) 


Fighting is turn-based, which 
means that you have as much 
time as you want to make a move. 
Once all of your units have 
moved and/or fought, the turn 
will end and the enemy will take 
its turn. (You can end your own 
turn at any time.) After you sat- 
isfy the battle’s objective, the 
fighting will cease. 


After another cinema scene that 
wraps up any loose ends, you'll 
have a chance to save your game. 
Always do so when you can. If 
you're the only one playing the 
game, use all three save slots— 
that way you can jump back a 
chapter if you miss something. 


I She's timid around nen, > 
and you.you've got a бол, => 


4 Ch 29x: Battle Preparations —j 


out—you don't want to be caught with your pantaloons down. 


The R Button brings up unit 
data during a battle—simply 
move the cursor on top of the 


During battle, use the L Button to scroll between units that are 


swaiting commands. It's useful for large maps. 


unit and press the R Button. 
While in the Unit Data win- 
dow, you can call up a help 
window by pressing R again. 


The A Button confirms actions 
and scrolls through text. You can 
also use it to open the Map 
menu during battle by placing 
the cursor on an unoccupied 
square. 


MAP MENU pg. 18 


CONTROL PAD 


the Control Pad to scroll 
rough options in menus and 


move the cursor around during 
e. There are two cursors in 
me, both shown below. 


The B Button cancels a current 


action or returns you to the pre- 


vious portion of a menu. You can 
also tap it or hold it down to 
scroll through text quickly. 


CURSORS 


The Start Button lets you skip a cinema 


аар анат scene (dont do it unless you have 


ndow (a kind of pop- | ] Units that fiy. lke $ 
=> tutorial) on and off. It | e | pegasus kights, are | out on valuable information). In battle, 
Sg) very vuberabie to Я it brings up a small map that shows the 
location of every unit. 


already seen the scene, or you may miss 


s only in Lyn’s Story. 
the time you reach Eli- 
od's Story, you won't 
need the help. 


CONTROL EXPLANATION WINDOW 


The Preparations Screen 
You can’t just let your units run into battle like a pack of wild dogs. 
Organization and careful planning are the keys to victory. 


You have five options on the Preparations 
screen: Pick Units, Trade, Fortune, Check 
Map and Saye. Each one is discussed in AER 
detail on the following pages. Press B on the сое o 
fide is edt The 
[one Sub 
[cain ода а 
[usi Len onde 


Preparations Screen for quick map access. 


PICK UNITS 
TRADE.. 
FORTUNE. 
CHECK MAP . 


START BATTLE 
Once you press the Start Button, you will 

begin the battle. Information about battles 
begins on page 12. 


UNIT SELECT 
You can take only а set number of units into a 
battle. The number appears as a fraction: 5/6, 
for example, means you have five units selected 
and can take one more. Units in green must enter 
the battle, while units in gray are on standby, 


OBJECTIVE 


Terme Unit list 


UNIT LIST pg. 9 


CURRENT SELECTED UNIT 
The box on the left shows a 
close-up of the current selected 
unit, including his or her level, 
current number of experience 
points and held items. 


UNIT INFO 
If you want more information on a selected 
unit, press the R Button. Doing so will bring 
up detailed stats about the character. 


Unit List 


unit list shows your party 
members, whether they are 
selected for the current mis- 
son or not. The character info 
aid out in a handy table 
t allows you to compare 


zats, affinities and equipped 
ms. Use the Control Pad to 
oll through units and 
change the page. 


Personal Data 


ag Up or Down. 


Skill =1-9. 
Spd tet 


Bade lord) чл без 2 


EU 


ything in your inventory 
weapons. There is no restriction to what 


kind of item a unit can hold. 


ud 176) 


e Personal Data screen shows а unit's 
о, There are three data sets: Stats, Items 
d Weapon and Support Levels. To scroll 
ong them, press Left or Right on the 
Control Pad. You can change units by press- 


а 
Вс EO. 


Matthew Thiet 
Pm 


Press Left or Right on the Control Pad to change pages, and Up or Down to scroll 
through characters. If you go all the way to the top and press A, you can sort a list. 
from biggest to smallest or vice versa. 


Luck: Affects everything in a subtle way 


Defense: Reduces damage from weapons 


Aid: The max Constitution of a rescuable unit 


Strength: The higher the number, the more damage you'll inflict 


Fighting Skill: The higher the number, the higher a unit's Hit percentage 


‘Speed: The higher the number, the better the chance of both dodging and hitting 


Resistance: Reduces damage from magic 
Movement: The distance you can cross in one turn (on flat ground) 


Constitution: Affects the ability to rescue other units 


Traveler: The name of a rescued unit, if applicable 


Elemental Affinity: Determines compatibility with other units 


Condition: The state of the unit (poisoned, asleep, etc.) 


Each units weapon usage is 


including ranked from E to S. The more 


higher Weapon Level will 
The weapon marked allow you to use better gear. 
with an Eis the one 


See page 33 for more info on 
currently equipped. 


the Support Level. 


Weapon and Support Level 


you use a weapon, the higher 
your Weapon Level will go. A 


Falcokni 2x X 


The amount of damage caused by a weapon—varies by а target's Defense ] 


The chance an attack will hit—varies by terrain and a target's Speed 


Therange of a weapon 


The chance a weapon will strike a critical blow, causing triple damage 


[UT] The chance of dodging an incoming attack—varies by an attacker s Hit stat 


Trd 


Trd stands for trade, and the 
command lets you swap items 
between two units. You can 
either do a one-for-one swap, or 
simply give an item to another 
unit. 


List 

The List command will bring 
up a list of every item you have. 
Press the A Button while on an 
item to place it in your inven- 
tory. If a unit is holding the 
item, the trade menu will auto- 
matically pop up when you 
press A. 


Use 


If you want to employ an item 
that raises your stats or changes 
your class, you can do so with the 
Use command. The item must be 
in your possession before you 
can use it. 


| Капк 


The Rank option shows your tac- 
tical prowess in five categories: 
Tactics, Survival, Funds, Exp 
(experience) and Combat. The 
| more stars you have, the better 
you're doing. 


Augury 

The Augury will give you vague, 
mysterious information about 
the upcoming battle. (But hey, 
you havea Player's Guide... what 
do you need fortune-tellers for?) 


Nini 


Select the first unit by pressing the A Button, then scroll to the unit you want to trade with and press A again. Once the units 
are on the screen, pick the items you want to swap by pressing A. 


Sell 


Have too many Iron Lances? Get 
rid of them! Merlinus will buy 
any excess items at a fair price, 
and his bag of gold is limitless. 
Use him to keep your inventory 
in check. 


Tactician 


Tactician shows the name, birth- 
date and gender of the tactician 
(that would be you), as well as an 
evaluation of your gameplay. 
Again, more stars means greater 
success. 


Reading 


The reading shows one unit's 
relationship to another. The rela- 
tionships play into the Support 
command. See page 33 for more 
information. 


POSSESSOR 


You must have Merlinus the 


Transporter in your party 
before you can select the 


CATEGORY 


Sell, Transfer or Give All 


option. He will join your 
party during Eliwood's story. Ё 


Trnsfr 


The Transporter can hold as 
many as 100 items in his tent. 
Choose Trnsfr (Transfer) to 
bring up Merlinus’s inventory, 
then either give him items or 
take his things for yourself. 


Give All 


If you choose Give All, every item 
in the selected unit's inventory 
will be given to Merlinus. It's a 
good way to lighten your load in 
a hurry. 


HANNA AND NILS 


You can have an Augury only 
when Hanna or Nils is pres- 
ent. Hanna is an old crone 
who will predict your future 
for a fee (between 50 and 80 
gold), while Nils is a friend 
who will speak sooth for 
nothing. Neither character is 
available during Lyn' story, 
and they will drift in and out 
of other stories at different 
times. 


View Мар 

Ics always а good idea to look at the battlefield before you rush into 
ombat. Select the View Map option to take a sneak peek at the 
=pcoming battle, including the type and position of enemy units. 


Select an enemy and press to bring 


Select an enemy and press the A 
up his or her relevant info. 


Button to see possible movements. 


Options 

Fiddle with the settings in the Options screen. The most important 
option is the first one: Animation. It allows you to turn the combat 
animations off, resulting in battles that move much, much faster. 


The Preparations screens save 
option works just like the one in 


B occu poen. Oneven 
save your game, all prebattle WII inca) > 
changes will be remembered— em: 

4 Барање р 


which is handy if the mission 
ends in failure. 


Formation 

The Formation option lets you choose the position of your units— 
to an extent. Certain units, such as the hero of the chapter, cannot 
be moved. Also, you can move characters from one preset position to 
another only. 


Scroll around the map with the Control Pad, then choose a unit with the A Button. 
Move to the unit with whom you want to swap positions, then press A again. 


Save 

The Save option lets you save your game with all changes intact. So 
if you swap equipment and move positions on the map, you can save 
your game at that point. 


Terrain and buildings are two important facets of combat. Both can be life- р 
bU savers if you're being pressed by a superior force. 


ARMORY DESERT 


DEF AVOID 


There are 18 kinds of terrain in 
the game. When you are attacked 
ona terrain type, you may receive 


a bonus to your Defense and 
Avoid stats—the same applies to 
units that you attack. 


GATE 
DEF AVOID 


PILLAR 


Е DEF AVON 
1 20 


за E 


HOUSE 
DEF AVOID 


THRONE 
Er DEF AVOID 
IB 


VILLAGE 


PIRATES AND BERSERKERS 


Some units, such as the Peg Pirates and Berserkers can 


Knight, Falcoknight and walk on water, which means 
Wyvern Lord, have the ability 


to fly. Terrain does not affect 


they can often reach areas that 
are off-limits to everyone else 


and intercept incoming enemy 


such units. They receive no 


Movement penalties, nor any units before they reach land. 


| Defense or Avoid bonuses. 


conditions. Darkr 
will limit your unit: 
ing you to fight without knowing 
the location of all but the closest 
units. Both will remain in effect 


27 


for an entire battle. Rain and 
snow will occur sporadically 
throughout a battle. Both limit 


your units’ movements. Fog and darkness are annoying, Use Rain and snow will affect only units 
Thieves, Torches and/or Torch Staffs that are outside. 
to cut through the murk. 


"Buildings 


Healing Buildings 
Three kinds of terrain will 
те HP—fortresses, gates 


snd thrones. If you place a unit 


= any of them and end your 
orn, the unit will recover a few 


points at the beginning of 
ss next turn. 


Armories and Vendors 


ou must purchase supplies midbattle. The only way to do so is 


ing armories for weapons and vendors for healing sup- 
slies and magic. Once a unit buys (ог sells) items, his or her turn 
Пепа. 


Р.Д 1 buy апд < al ваплег 
0р6 90 — “Sel 
F Killing edge 2 
Kilerlance 20 


Move a unit to an armory or vendor and enter the shop to see the wares, then 
choose whether to buy or sell. 


Secret Shops 

A few missions have secret 
аген Па РИБЕ 
le Chest hey 

[57 Member card 


shops— hidden stores that sell 


e, powerful and very expen- 


sive items. You need an item 
called the Member Card to 
ter а secret shop. You can 


steal the card from a unit in 
either Chapter 19 (Eliwood’s 
ry) or Chapter 20 (Hector's 
story). 


The Member Card must be stolen. Its 
locationis called out in the walk- 
through 


A unit can hold five items at a 
time. If you attempt to pur- 
chase additional items (or if 
you receive one from a defeated 
enemy), you can send it to the 
Transporter. If you don't have а 
Transporter with at least one 
available slot, or if he isn't 
deployed, you will have to sur- 
render an item. 


SI осеги 


Нил ов о 5 


If you receive a sixth item, you can 
choose which item you want to send 
off or throw away. 


X sian whip 
at 


You'll need the Member Card in hand to gain entrance to the secret shop. The 
entrances are invisible, but they are called out in the walk-through. 


CHAPTERS CONTAINING VENDORS 


B 11, 12, 13, 14, 15, 16x, 17, 20, 23 (1& 2), 24, 27, 29x 


Гн] 12, 13, 14, 16, 17x, 18, 21, 24 (18 2), 25, 26, 29, 31x 


В 2.2 14,15, 17, 20, 23 (1.& 2), 24, 27, 29x 
П 12. 13, 14, 16,18, 21, 24 (18 2), 25, 26, 29, 31x 


CHAPTERS CONTAINING ARMORIES 


CHAPTERS CONTAINING SECRET SHOPS 


В 2.21.23 (182,29, 30 
El 20. 24 (18.2), 32 


Lyn’ story Э Eliwoodsstory [E Hectors story 


E 


2 Swords 


NAME BUY SELL USES 
/ARMORSLAYER 35 
IBRAVE SWORD 50 


DURANDAL 


LV RNG WT MT HIT CRIT NOTES 


n | 8 |80| о [Effectiveagainst infantr 


12 | 9 | 75 | 0 |Canstrike consecutively 


36 [17 | 90 | 0 [Exclusively for Eliwood—increases Strength by 5 


IRON BLADE 
IRON SWORD 


980 
460 


70 | 0 | High power, but low Hit rate 
90 | 0 |A standard sword 


KILLING EDGE 


75 | 30 |Aswordwith ahigh Critical rate 


LANCEREAVER 


LIGHT BRAND 
LONGSWORD 
IMANI KATTI 


9 
5 
9 
9 
E] 


5 | Strong against lances and spears, but weak against axes 
70 | 0 | Canattack indirectly with Light magic 


Ги | 6 [85| 0 | Effective against cavain 


POISON SWORD 


Poisons the target 


RAPIER 
REGAL BLADE 


80 ES Exclusively for Lyn—effective against infantry 


For Eliwood only—effective against infantr 
The most powerful sword 


RUNES WORD 


Can attack indirectly with Dark magic 


SILVER BLADE 


High power, but low Hit rate 


SILVER SWORD 1,500 


A very powerful sword 


el&lels|sle|slels|e 


SLIM SWORD 480 8 Low power, but high hit rate 

SOL KATTI = = For Lyn only—effective against Dragons 
STEEL BLADE 1,250 High power, but low Hit rate. 

STEEL SWORD A fairly powerful sword 

WA DAO = An eastern-style sword with a high Critical rate 
IWYRMSLAYER - Effective against Dragons 


AXEREAVER 


Strong against axes, but weak against swords 


BRAVE LANCE 


Can attack consecutively 


HEAVY SPEAR 
HORSESLAYER 


Effective against infantr 
Effective against cavalry 


IRON LANCE 


A standard lance 


JAVELIN 
KILLER LANCE 


Can attack from a distance 
A lance with a high Critical rate. 


POISON LANCE 


Poisons the target 


REX HASTA = 300 25 The most powerful Lance 
SHORT SPEAR Can attack from a distance 
SILVER LANCE Avery powerful lance 


SLIM LANCE 
SPEAR 
STEEL LANCE 


Low power, but high Hit rate 


Can attack from a distance 


A fairly powerful lance 


Exclusively for Hector— increases Strength by 5 


The most powerful axe 


BRAVE AXE 


Can attack consecutively 


ISWORDREAVER 


DEVIL AXE = Damages its user at a random rate 
IHALBERD 810 Effective against cavalry 
HAMMER 800 20 Effective against infantry 

HAND AXE 300 1 20 Can attack from а distance 

IRON AXE 270 3 45 A standard axe 

KILLER AXE 1,000 25 20 Anaxe with a high Critical rate. 
POISON AXE Poisons the target 

SILVER AXE А very powerful axe. 

STEEL AXE A fairly powerful axe 


Strong against swords, but weak against lances 


SWORDSLAYER 


Strong against Myrmidons, but weak against lances 


TOMAHAWK 


Can attack from a distance 


| 2> | с] | т | 2> | | отт со | ol пп] сој |» 
a] ole] пе је је] 2 || је] 2 | е | е | е]е 


Exclusively for Hector—effective against infantry 


NAME 
BALLISTA 


9 Bows 


RNG WT MT 


HIT CRIT NOTES 


Can attack from a great distance—standard damage 


BRAVE BOW 


Can attack consecutively 


IRON BALLISTA 


Can attack from a great distance—powerful damage 


IRON BOW 


A standard bow 


KILLER BALLISTA 


Can attack from a great distance—high Critical rate 


KILLER BOW 


А bow with a high Critical rate 


LONGBOW 


Abow with extended range 


POISON BOW 


Poisons the target 


RIENFLECHE 


The most powerful bow 


SHORT BOW. 


A bow with a high Critical rate 


SILVER BOW 


A very powerful bow 


STEEL BOW 


A powerful bow 


BARRIER 


NOTES 


Raises а unit's Resistance 


BERSERK 


Causes Confusion in a target 


FORTIFY 


Restores HP to а group—restoredHP is the users MAG plus 10 


HAMMERNE 


Repairs a damaged (not broken) weapon 


HEAL 


Restores HP to a unit—restored HP is the user's MAG plus 10 


MEND 


Restores HP to a unit—restored HP is the user's MAG plus 20 


PHYSIC 


Restores HP from а distance—restored HP is the user's MAG plus 10 


RECOVER 


Restores all of a unit's HP 


RESCUE 


Moves a unit from a distant space to an adjacent one 


RESTORE 


Cures all status ailments for a unit 


SILENCE 


Prevents the target from using magic for a few turns 


SLEEP. 


Puts a target to sleep for a few turns 


TORCH 


Muminates darkness and clears fog 


UNLOCK 


WARP 


e| ss] en] co] | 5 | | со | en] > | по | ~ | J 00] = 


— _| Opens а locked door 
— | Warps aunit from one square to another 


a 


Light magic with a high Critical rate 


AUREOLA 


For Athos only—increases Resistance by 5 


BOLTING 


Anima magic with very long range - 


DIVINE 


Standard Light magic 


ECLIPSE 


Dark magic witha very long range 


ELFIRE 


Very powerful Anima magic 


ERESHKIGAL 


For Nergal only—Dark magic 


EXCALIBUR 


The most powerful Anima magic 


FENRIR 


Powerful Dark magic 


FIMBULVETR 


Very powerful Anima magic 


FIRE 


Standard Anima magic 


FLUX 


Standard Dark magic 


FORBLAZE 


Athos most powerful spell--increases Luck by 5 


GESPENST 


Very powerful Dark magic 


LIGHTNING 


Standard Light magic 


LUCE 


Very Powerful Light magic 


LUNA 


Dark magic—ignores the targets Resistance 


NOSFERATU 


Dark magic—steals a target's HP and adds it to the caster's 


PURGE 


Light magic with a very long range 


SHINE 


Powerful Light magic 


THUNDER 


e|e|«|e | | en] 9] x] a] o]o}o}a}o]e]o|a]olu 


Standard Anima magic 


The sell price listed assumes that the item has not been used. Used items will decrease in value. 


ems marked with a can be used only by a specific character. 


Other Ttems 


NAME 


arsos |- | — | 
[ 8,000 | 


BUY SELL 


USES LW 


RNG WT MT HIT CRIT 


NOTES 
Raises the rate at which a character gains experience. 


Raises a unit's maximum HP by 7 


[ANTITOXIN 


Cures poison 


[BLUE GEM 


А valuable jewel 


Raises aunit's Constitution by 2 


Raises a unit's Movement by 2 


Opens a locked chest 


Protects a flying unit from arrows 


Opens a locked door 


Raises a unit's Defense by 2 


20,000 | 10,000 


Changes the class of any unit (except Lords) at level 10 or higher 


ELIXIR 3,000 | 500 Restores all HP to a unit 

ELYSIAN WHIP — [10,000 | 5,000 Changes the class of a level 10 or higher Peg Knight or Wyvern Rider 

ENERGY RING | 8,000 | 4,000 = Raises a units Resistance by 2 

FELL CONTRACT [50,000 Changes the class of a level 10 or higher Thiet 

FILLA'S MIGHT Raises a units Attack for a turn 

FLAMETONGUE А powerful weapon for a Dragon —] 
GODDESS ICON Raises a unit's Luck 

GUIDING RING Changes the class of a level 10 or higher Monk, Cleric, Mage, Troubadour or Shaman 
HEAVEN SEAL Changes the class of a level 10 or higher Lord 


Changes the class of a Tevel 10 or higher Mercenary, Myrmidon or Fighter 


Prevents a unit from receiving a critical hit 


Changes the class of a level 10 or higher Cavalier or Knight 


LIGHT ВИМЕ 


Prevents movement ona square 


LOCKPICK 


Exclusively for Thieves and Assassins—unlocks doors and chests 


MEMBER CARD 


MINE 


Allows a unit to enter a secret shop 


Damages units entering a square 


NINIS'S GRACE 


OCEAN SEAL 
ORION'S BOLT 
IPURE WATER 
RED GEM 


Raises a unit's Defense and Resistance for one turn 


— | Changes the class of a level 10 or higher Pirate 


= 


= | — |= | Changes the class of a level 10 or higher Archer or Nomad 


Raises a unit's Resistance—effect fades with time 


A valuable jewel 


ISECRET BOOK 
SET'S LITANY 


Raises a unit's Skill by 2 


Raises aunit's Avoid by 2 


Allows you to purchase items at half price 


Raises a unit's Speed by 2 


Raises a unit's Resistance by 2 


THOR'S IRE 


Raises a unit's Critical for a turn 


TORCH - 50 5 — |Dispels darkness and fog around a unit. 
VULNERARY 300 50 3 —_| Restores 10 HP to a unit 
WHITE GEM = 10,000 1 — | Avaluable jewel 


Certain chapters (see the list to 
the right) contain arenas—out- 
door stadiums where your party 
can engage in gladiatorial com- 
bat to gain gold and EP. You 
must pay gold (usually 600- 
800) to enter the arena, where 
you will fight a challenger. The 
battle continues until one of you 
cries uncle or loses. If you win, 
you'll earn EP and double the 
value of your entry fee. If the 
battle isn't going well, you can 
press B to escape— but you'll for- 
feit the entry fee. 


What Weapons Work? 


Enemies in the arena are limited 
to certain kinds 
weapons, Brawling characters 


using 


use only Iron-type weapons, 
while magic users wield either 
Fire, 


have a distinct advantage if you 


waltz in with a Silver weapon. 


of p 


Lightning or Flux. You'l | 


Would you e to wager = 
790 goli? већ Mo 


ee 

x li E 

Your enemy's class, level and equipment will appear on-screen after you pay the entry fee, Arenas are great places to level up 
your characters. You can use them as much as you want, but you must be careful. If a unit falls in an arena, it'll be gone forever, 


WEAPON PRIORITY 


Your weapon is selected auto- Х f 
matically. The default is the | ИА E | 
best weapon in your inven- 
tory—Silver over Steel, for 
example. If there is a tie (е.р., 
you have two Silver weapons), 
the priority will be as shown 
below. 


IRON SWORD. 
IRON LANCE LIGHTNING | ТГ SWORD, LANCE, AXE, BOW 
JIRON AXE [FLUX MAGIC ANIMA, LIGHT, DARK 


IRON BOW 


Enemies in the arena vary, but 
watch out for Myrmidons and 
Berserkers. Even though they 
use Iron weapons, they both 
have high Critical rates. You 
may want to forfeit the gold 
rather than fight such a foe. 


ight "tl defeat, or press 
the B Button io tll 


Keep a close eye on the stats 
during a fight—especially your 
HPand the enemies DMG 
Damage). You can yield only at 
the beginning of your turn, so if 
you wait too long, you may be 
cut down. 


You can prepare all you want, but the moment of truth will always be o: 


Ф, 


To зее а units Movement range, place ће cur- UNITS WITH 6000 MOVEMENT 


sor on top of it and press A. Blue squares 
show where a unit can move, while red squares 
show the range of the unit's equipped weapon. 


Units with good Movement are vital. They can 
rescue units, visit far-off villages or make an 
emergency trip to the Transporter. Bring at 
least one of the following high-Movement 
units with you for every battle. 


[[eavauen JESpatao 


Е frnousapoun | | акун 
В омар В хомо ТВООРЕЋ 


Вв KNIGHT ЈЕ] исокмент 
E|WYVERN RIDER [ween LORD 


MOVING TWICE IN A TURN 


BLUE SQUARE 
MOVEMENT RANGE 


RED SQUARE 
ATTACK RANGE 


Every mounted unit (a person 
who rides on an animal) has the 
ability to move, perform an 
action and move again. To move a 
second time, the performed 
action must be one of those listed 
on the chart below. If a unit 


attacks, its turn will end immedi- 
" Move aunit to ate desired spot, then select the action. When the unit is. finished, you will be able to move again. Note that 
ately. you don't get your full range of Movement twice—you must divide it between the two phases. 


| acrioNs — 7779 MERCH, RESCUE, DROP, TAKE, GIVE, SUPPORT, TALK, DOOR , CHEST, VISIT, ARMORY, VENDOR, SECRET | 


You can access the Map menu by E у Displays а list of all friendly units currently on the battlefield, 
placing the cursor on an empty E including full stats for each one. 
s nd pressing the A Button, 5 Displays the current objective, turn number, total play time and 
EU ithe the Selec ee ae | БТЕ Loser as well as the number of friendly and enemy units. 
Ӯ 8 Я | у Lets you adjust a great number of options, including game speed, 
| e. ACRI ive Tape: - СДИ ЕДО animations, music and soundeffects, 
| о e naung а OMB ТТ Saves a battle in progress and returns you to the main menu. 
| fight. When you resume, the suspended game will be erased. 
Ends your phase of the current turn, after which neutral and 
END il 
i enemy characters will get a chance to move. 
athe 
M- } / "UT 


When you select a unit, you can either move it or have it per- 
orm an action. If you choose to move the unit, you will have 
ance to perform an action after it comes to a rest. The table 
selow lists possible actions. Note that you won't always be 
le to perform every action. Some, such as Talk, Support and 
ret, can be used only in specific situations. 


Attack an enemy unit with a weapon or magic. 


Cast a magic spell by using a staff. (You must use the Attack 
command to use offensive magic.) 


Steal an item held by an enemy. The commandis for Thieves only, 
and many items cannot be stolen. 


Perform a dance that allows an ally to take another turn. The 
command is for Ninian only. 


Play a tune that allows an ally to take another turn. The com- 
mandis for Nils only. 


Use and equip items. If you switch an equipped item, it doesn't 
count as an action. 


Trade items with an ally in ап adjacent space. You can swap as 
many items as you like, depending on inventory space. 


Give items to or take items from Merlinus the Transporter. You 
must be next to his tent to use the command. 


Rescue an ally from an adjacent space. Rescuing units suffer Skill 
and Speed penalties. 


Drop a rescued unit on an adjacent space. The command counts 
as an action for both the rescued and rescuing unit. 


Take a rescued ally from a unit on an adjacent square. 


Pass a rescued ally to a unit on an adjacent square. 


SUPPORT 
TALK 
DOOR 
CHEST 
VISIT 
ARMORY 
VENDOR 
ARENA 
SECRET 
WAIT 
SEIZE 


Speak to a unit in an adjacent square and strengthen the bond 
between the two units. See page 33 for more on Support. 


Speak to someone in an adjacent space. Usually used to sway an 
enemy to your side. 


Opena locked door. You must have a Lockpick, Unlock Staff or 
Door Key to use the command. 


Open а locked chest. You must have a Lockpick, Unlock Staff or 
Chest Key to use the command. 


Enter a village or house and speak to the occupants. 


Enter an armory, at which point you can buy weapons. You can 
also sell things. 


Enter a vendor, at which point you can buy items—including 
staffs and magic. You can also sell things. 


Enter an arena, where you can risk your life for gold and EP. 
Enter a secret shop, at which point you can buy rare items. You 
can also sell things. 


End your turn without performing a command of any significance 


Seize a point (usually а throne or gate) to end the chapter. Only 
the commanding Lord can perform the command. 


The weapon triangle and trinity 
of magic dictate which types of 
weapons and magic are strong 
and weak against other types. As 
you get stronger, the systems 
will become less important, but 
they're critical in the early stages 
and against any boss character. 
Some weapons, shown below, 
defy the weapon triangle. 


EXCEPTIONS 
5 
Дома 


Р SWORDSLAYER 


THE WEAPON TRIANGLE 


THE TRINITY OF MAGIC 


Darkis strong 
against Anima, but 
against Light. 


Axes are strong against 
lances, but weak against 
swords. 


Light is strong against 
Dark, but weak against 


You'll spend most of your time 
using the Attack command, which 
is how you inflict damage upon 
enemies. There are three main stats 
to keep in mind when you attack: 
Atk (Attack), Hit and Crit (Criti- 
cal. You will see the stats when 
you choose a weapon or magic with 
which to strike. 


Attack Ranges 


Weapons have different ranges. Most swords, axes and lances can attack an adjacent square that isn't SPECIAL WEAPONS 


diagonal from the attacker's. Magic and bows can attack enemies farther away. If you attack an enemy 
from a distance and it doesn't have a long-range weapon equipped, it can't counterattack. The same | Two weapons—the Light 
applies if you use a short-range weapon to attack an enemy with a long-range weapon equipped. 


Get within range of a uri 


RANGE 10R 2 


then select Attack. A menu will pop up that contains all of your weapons or magic. Choose the 
опе you want to use, then press the A Button to watch the fur fly. 


Brand and the Runesword— 
have unique qualities when it 
comes to range. If you attack 
an adjacent enemy with either 
weapon, it counts as a physical 
attack. If you attack an enemy 


from long range, it counts as a 
magic attack. Check your foe's 
Defense and Resistance stats 
before deciding what kind of 
attack to use. 


The Combat Information win- 
dow shows all you want to know 
about an upcoming fight. You 
can change it from Detailed to 
Strategic (a less-dense version) 
in the Options menu. 


STRATEGIC 


The amount of damage the weapon will do. (An 'X' following a 
number means that you get multiple hits in a single turn.) 


The chance that an attack will land successfully. It is affected 
by terrain and a unit's Speed. 


The chance that the weapon will strike a Critical blow, 
triple the damage. 


The amount of damage caused by the weapon. It is affected by 
aunit's Defense or Resistance. 


The higher а unit's Defense rating, the less damage an attack 
will do. It does not apply to magical attacks. 


Attack Speed. It determines the number of times you can 
strike ina single turn. 


Pictures of your weapon and your enemy's weapon will appear in the window. Look for the arrow—it 
represents the weapon triangle or trinity of magic. 


Experience Points LEVEL 20 AND EP 


You will gain experience points, B 


i Once a unit hits level 20, it can 
or EP, for many things: attacking || по longer gain EP. If the unit 
pr defeating an enemy, dodging hasn't changed classes, it can do 
or surviving an attack or usinga f 

staff. You will get the most EP for || 
defeating an enemy—even if you 


didn’t do most of the damage. 


so and begin gaining EP 
again—starting from Level 1. If 
it has already changed classes, it 
cannot gain EP ever again. 


Leveling Up and the Growth Rate 


Once a unit receives 100 EP, it will level up and begin to earn EP 
anew, starting at 1 and going to 100. The chart below shows each 
character's growth rate—which is the rate of statistical growth when 
a character levels up. Dart, for example, has an S rating in Attack and 
Speed, but a C in Resistance. Therefore, he will gain Attack and 
Speed bonuses much faster than Resistance. The amount of experi- 
ence you gain is a rough value, not a specific number— but the chart 
below should help you determine whom to level up if you need a spe- 
cific kind of character. 


NAME HP АТК SKILL SPD DEF RES LUCK 
| BARTRE 
[CANAS 


NAME HP ATK SKILL SPD DEF 


house] в | А|А] 


LUCIUS 


DORCAS 
ELIWOOD 


FARINA 


FLORINA 


HARKEN 
HAWKEYE 


HECTOR 
ISADORA 
JAFFAR 


LEGAULT 


Athosis already at level 20 when he joins the par 
а special case—check page 23 to learn about the 


y sohe can't gain EP. Merlinus is 
rransporter. 


D sign: 


If your unit is in trouble, you can rescue it from danger. Move a unit 
with a higher Constitution next to the unit in question and select 
the Rescue command. You will pick up the endangered unit and 
carry it around. When you tire of hauling your comrade to and fro, 
select the Drop command to set him or her down. 


"a Un reste 


Rescues are great if a weakened unit is going to be attacked on the next turn. 
They're also a good way to transport slow units across the battlefield. 


Mines 


A Mine acts as a booby trap. After you plant one, any unit that steps 
on it (including friendly ones) will be severely damaged. Mines work 
only once and are hard to find, so make sure that an enemy will step 
on them. 


Narrow passageways are great places to use Mines, as the enemy is forced to 
step on them to reach your party. 


If you rescue a unit, your Skill 
and Speed ratings will drop. 
For that reason, you don't want 
to carry a rescued unit for very 
long. Drop it in a safe place and 
get on with the fight. 


Light Runes 


Light Runes are special items that prevent an enemy from stepping 
ona square. Unlike Mines, they will remain in effect for the duration 
of the battle. Try placing them in areas where there is only one usable 
square—otherwise the foe will just step around them. 


Light Runes work very well in dungeons and castles, but are pretty much useless 
outdoors. 


Snags and Cracked Walls 


Snags are dead trees next to rivers. If you attack them, they will col- 
lapse and create a bridge to the other side. Cracked walls are weak- 
ened sections that you can break with a few sharp blows, creating a 
makeshift door. 


UNE 


Ballistae 


Ballistae are large machines that fire arrows over a great distance. 
Only Archers and Snipers can use them. In addition to firing arrows, 
Ballistae can be driven around the battlefield, increasing a unit's 
Movement by a significant margin. 


There is one Transporter in the 
гате—а man named Merlinus. rea ESTE 
Once you rescue him from ne'er- 2 ||] Mussporné 
do-wells and he joins your party, ради MESSER 
you can use him to store items pane 
as many as 100 at a time). If a 
nits inventory is full and it 


ALEG 


ceives another item, it can send 
the extra to Merlinus. 


Leveling Up Merlinus 


Merlinus gains one level each 
nme he participates in and sur- 
ives a battle. He has no way to 
attack, so you must deploy a 
guard to make sure he isn't 
saulted. When Merlinus 
reaches level 20, he will automat- 
cally receive an upgrade. He is 
the only unit that can be 
eliminated in a battle and return 
15 action—if that happens, how- 
ever, he won't get any EP. 


The Transporter's upgrade gives him a donkey and cart, whichis a nice change from the tent since it can travel with you. 


NAME HP АТК SKILL SPD DEF RES LUCK 


мешм _| 5 | <|5|5 АЈА] 


* Hector, Eliwood or Lyn loses 
HP, your game will be over. If any 
er unit loses all of its hit 
nts, he or she will perish and 
'emoved from the party for- 
ever, but the game will continue. 
Note that when we say forever, 
we mean it. If a unit kicks the 


If Nils or Ninian is eliminated, you'll still Heal your units often, and don't be 


Sucket, you should probably See the character in cinema scenes. stingy with the Vulneraries and 
art the chapter. Elixirs—you don't want to lose anyone. 


Lyn story is an exception to 
the rule. Any characters who 
perish in her story will be 
unavailable until Chapter 11— 
at which point you can use 
them again. You will miss out 
on experience points for the 
characters, however, so try not 
то let them check out. 


Dead units will speak to you—whichis Опсе you enter Eliwood's story, fallen 
alittle eerie—but it turns out they units stay that way. Take extra cau- 
were just really, really hurt. tion. 


Get to know your troops! An in-depth understanding of classes is important for 
creating the best mix of characters on the battlefield. 


There are three kinds of units in 
the game. Friendly or player 
units, neutral units and enemy 
units. Friendly units are colored 
blue, neutral units are green and 
enemy units are red. Friendly 
units always have a name and a 
picture, while most neutral and 
enemy units do not. 


HP 


CLASS-CHANGE 
BONUS 


ATK SKILL SPD DEF 


Use the color scheme to locate your 
units quickly. 


Archers and Snipers can use only bows, 
so they can't attack directly. They are 
the only units who can use Ballistae. 


RES MOVE CON 


CLASS-CHANGE | HP 


HP АТК SKILL SPD DEF 


ATK SKILL SPD DEF 


тен ЕТЕН 
Only Lyn can become a Blade Lord. The 


new class allows her to use bows in 
addition to swords. 


RES MOVE CON 


Only Eliwood can become a Knight Lord. | 


The new class allows him to use lances 
in addition to swords, and also gives him 
ahorse. 


RES MOVE CON 


Lord (Hector) Great Lord 


CLASS-CHANGE | HP 


ATK SKILL SPD DEF 


Only Hector can become a Great Lord. 
The new class allows him to use 
swords in addition to axes. 


RES MOVE CON 


You can't control neutral units, but you 


can rescue them. 


BONUS 


CLASS-CHANGE 
BONUS 


ATK SKILL SPD DEF 


EEE] KNIGHT CREST, EARTH SEAL 


Knights have high Attack and Defense, 
ВС Movement. They are great for 
rescuing units in trouble. Generals can. 
use axes in addition to lances. 


SPD DEF RES MOVE CON 


279 meno crest, EARTH SEAL 


Mercenaries are а very well-balanced 
class, with a slight emphasis on 
offense. Heroes can use axes in addi- 
tion to swords. 


RES MOVE CON 
0 3 5 1 2 


Myrmidon 


BONUS 


CLASS-CHANGE 
BONUS 


Swordmaster 


5 2 


HP АТК SKILL SPD DEF 


0 


[0122] Hero crest, EARTH SEAL 


Myrmidons are sword specialists with 
very high Critical rates. А Swordmaster 
with a Killing Edge is hard to stop. 


RES MOVE CON 
0 2 1 1 1 


Paladin 


ATK SKILL SPD DEF 


1 


1 


770 KNIGHT CREST, EARTH SEAL 


Cavaliers are high-Movement units 
with decent Defense but low 
Resistance. Paladins can use axes in 
addition to lances and swords. 


RES MOVE CON 
1 2 ;| 2 1 


[uz 1f оном BOLT, EARTH SEAL 


Nomads are basically Archers with 
higher Movement ratings. Nomad 
Troopers can use swords in addition to 
bows. 


ATK SKILL SPD 
2 1 1 


Nomad Trooper 


"Nomad 


RES MOVE CON 
3 1 2 


CLASS-CHANGE 
BONUS 


ГТД GUIDING RING, EARTH SEAL 


Monks use Light magic, which has a 
slightly higher Critical rate than other 
magic types. Bishops can use staffs in 
addition to Light magic. 


ATK SKILL SPD DEF RES MOVE CON 
1 3 


ГТД GUIDING RING, EARTH SEAL 


The only Troubadour in the game is 
Priscilla. She is a master of staffs and 
healing magic. The Valkyrie can use 
Anima magic in addition to staffs. 


[Troubadour Valkyrie 


П He 
аа 


770 GUIDING RING, EARTH SEAL 


Clerics use only staffs, so they are 


best suited to healing others and stay- 

ing out of combat. Bishops can use 

Light magic in addition to staffs. 
ATK SKILL SPD DEF RES MOVE CON 
2 1 2 3 1 1 


CLASS-CHANGE ATK SKILL SPD DEF RES MOVE CON CLASS-CHANGE 
BONUS 3 CESTE 2 Ex ЕПА ES | BONUS 
[Peg Knight ^ Falcoknight тем 

[7 p Е Peg Knights have great Movement and 

rá > Resistance, but suffer against physical 

Є attacks—especially arrows. Falcoknights 
Ч Ч "d can use swords in addition to lances. 

cLASS-cHANGE HP АТК SKILL SPD DEF RES MOVE CON CLASS-CHANGE 
poms Ee ETE ВЕСТИ EE ee E ponis 


FUE cuine mime, EARTH SEAL 


The Shaman is perhaps the best unit in 
the game, with high Critical and Power 
ratings and a decent Defense. Druids 
can use staffs in addition to Dark magic. 


ATK SKILL SPD DEF RES MOVE CON 


AE Ee | Bein ee ESSERI ES) 


[IS T ELYSIAN WHIP, EARTH SEAL 


The Wyvern Rider is stronger than the 
Peg Knight, but has a lower Resistance. 
Wyvern Lords can use swords in addi- 
tion to lances. 


ATK SKILL SPD DEF RES MOVE CON 


Wyvern Rider Wyvern Lord 


CLASS-CHANGE 
BONUS 


Athosis the only Archsage in the game, and he can't gain 
EP He can use staffs andall types of magic. 


ATK SKILL SPD DEF RES MOVE CON 


CLASS-CHANGE 


ПГ HERO CREST, EARTH SEAL 
Fighters have very high offensive num- 
bers, but bring little to the table speed- 
wise. Warriors can use bows in addition 
to axes. 


Fighter Warrior 


pes Tesi pee pesa pua] | pe E E] 
Thief Assassin ITEM. 


The Thief is the only unit who can steal 
items— the Assassin can't steal, Keep 
at least one Thief around at all times. 


ATK SKILL SPD DEF RES MOVE CON 


TIE Es En ho i 


CLASS-CHANGE HP АТК SKILL SPD DEF RES MOVE CON 

NS 3 nes E58 chil 258 2 
NEN EA 

Pirate Berserker 


Pirates have high Strength and are the 
only units who can walk on water. 
Berserkers are some of the best units 
in the game. 


Nilsis the only Bardin the game, and he can't change 
classes. He allows other players to take a second turn, 
buthe can't attack. 


CLASS-CHANGE HP ATK SKILL SPD DEF RES MOVE CON CLASS-CHANGE ATK SKILL SPD DEF RES MOVE CON 
BONUS 4 BEAT 2 2 1 3 Ј| BONUS Ls 

= 

Archer == 


00272] оном BOLT, EARTH SEAL J 


Archers and Snipers can use only bows, 
so they can't attack directly. They are 
the only units who can use Ballistae. 


ATK SKILL SPD DEF RES MOVE CON 


1/3 2/1 | 2/2 11 in | 


CLASS-CHANGE 
BONUS 


Ninianis the only Dancer in the game, and she can't change 
classes. She allows other players to take a second turn, 
but she can't attack. 


ATK SKILL SPD DEF RES MOVE CON 


CLASS-CHANGE 
BONUS 


= 


ТР GUIDING RING, EARTH SEAL 


Mages have great Resistance but low 
Speed and Defense. Sages canuse 
staffs in addition to Anima magic. 


Mage Sage 


ep Pe 
mn L^] 
caass-cuance HP ATK SKILL SPD DEF RES MOVE CON 
BONUS 4/3 0/1 | 0/0 33 | 11 | 11 
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Transporter 


aj 


HP АТК SKILL SPD DEF RES MOVE CON 
5 5 5 


Transporter 
The Transporter will automatically 
change classes when he reaches level 
20. The addition of a donkey lets him 
move around the battlefield. 


CLASS-CHANGE 


BONUS 


The map shows where each party member is from. The page numbers lead to 
a detailed description of each character. 


NINIAN — 


AM pos | 


ATHOS 
HAWKEYE 


B 0929 || 


D HECTOR 
à ms 1L 
П SERRA | 
| зоо |; возо | 
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RC, M. 


Asics 


Bern 
INTERN 
M 0929 | 


DEFAULT STATS. 


Athos 


| d crass ARCHSAGE 
CHAPTER ARRIVE ЕЗ Ej 33 


Athos is first alphabetically, but last in 
appearance. You won't get the Arch- 


sage until just before the final battle. 

He can use any kind of magic, but is 

already so advanced that he can't gain 
| any more experience points. 


MASTERY 
LEVEL 


ШЕН 


DEFAULT STATS. 


Bartre is a wandering adventurer who. 
likes nothing more than a good brawl 
followed by a good party. He joins your 
team with Dorcas and is a useful char- 
acter in the early going. 


MASTERY 
LEVEL 


L 


ЕЗ 6х " 


Canas is the only Dark magic user, and 
hes amazing. The Shaman can use 
spells thar nullify Resistance (Luna) ог 
restore his HP (Nosferatu). Level him 
‘up as fast as you can. 


DEFAULT STATS 


О) 


sTARTING CLASS GELIG 
LEVELED-UP CLASS BERSERKER 
CHAPTER ARRIVAL 


Turn Dart into a Berserker as quickly as 
possible. (Make sure that you get the 
Ocean Seal—its the only way to level 
him up.) In addition to having skill 
with an axe, Dart can walk on water. 


Umm 


Dorcas is strong offensively, but his 
Defense and Resistance are weak. 
Bartre is generally better if you want a 
Warrior, although Dorcas gets а head 
start on EP by appearing in Гуп5 story. 


Erk is really hard to use at first because 
his HP and Defense are so low, but 
don't give up on the Mage. In time, ће 


| can become very powerful and learn 
the long-range magic Bolting. 


RE вани 


PEG KNIGHT 

FALCOKNIGHT 

m- — i 
Farina is the third and final Peg Knight 
that you'll meer, and she joins only in 
Hector's story. She loves a good fight 
(and a good paycheck) and grows at a 
very high rate. 


MASTERY 
LEVEL 


STARTING CLASS 


LevELeD-Up CLASS FALCOKNIGHT 


CHAPTER ARRIVAL [EE c NN «EE 


Fiora is stronger than Florina, and her 
Resistance will shoot through the roof 
at higher levels. Like all flying units, 


| she has an inherent weakness against 


MASTERY 
LEVEL 


Florina’s long range will help in the 
early going, but you'll probably find it 
difficult to use her until she's a Fal- 
coknight—it’s very easy to get her 
destroyed. Deploy her with great care. 


CLASS WARRIOR 


CHAPTER ARRIVAL [HE |: 23 


You'll have a chance to get Geitz or 


Wallace in your party, but not both, 
The Warrior is a powerful addition to 
your group, but his Resistance is low; 
keep him away from magic users at all 
costs. His other stats are quite strong. 


DEFAULT STATS [i 


ВИТА MYRMIDON 
LEVELED-UP CLASS) SWORDMASTER 


CHAPTER ARRIVAL [mm E ES: ENG 


Guy has great attack power, and his 
Speed is so high it makes him nearly 
impossible to hit. Get him to the 
Swordmaster class, give him a Killing 
Edge and get out of the way. 


CLASS 


CHAPTER ARRIVAL 


You can get either Harken or Karel in 
your party, but not both. Because he 
joins up so late, Harken’s a powerful 
| character from the word “go.” Hes a 
|| good choice to take on magic users, as 
| his Resistance is high for a melee unit. 


DEFAULT STATS [WE 


MASTERY 


LEVEL 


& 


AFN 


Hawkeye |] 


Hawkeye has been living in the desert 
for years, and the tough life has made 
him one of the strongest characters in 
the game. By virtue of his 50 HP alone, 
he's a great character to use in almost 
any boss battle. 


DEFAULT STATS BE E. H 


18 
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Heath has incredible Speed, Defense 
and Skill ratings, but his Resistance is 
only so-so. Give Heath the Delphi 
Shield if you use him in combat—it 
will protect him from arrows. 


PALADIN 


CHAPTER ARRIVAL В 20 


Isadora is the only female Paladin in 
the game, and she’s skilled with both 
swords and lances. She can also use 
axes, but not very well. Use her high 
Movement rating to rescue allies and 
intercept oncoming foes. 


13 


12 


6 
0 


ASSASSIN 
m- 26 28 


Getting Jaffar in your party takes some 
doing, but it's well worth the effort. 
His Critical rating is through the roof, 
which means he'll dispatch most ene- 
mies in a single hit. He joins late, 


though, so you won't use him much. 


SWORDMASTER 


CHAPTER 
You can get either Karel or Harken in 
your party, but not both. The Sword- 
master hits on almost every turn, Биг 


his low Strength prevents him from 
doing the kind of damage that youd 


| want from a high-level character. 


DEFAULT STATS. 


MASTERY 
LEVEL 


meu 
EL 


ова! 
26 


Louise 


Louise is an excellent unit, and if you 
haven't leveled up Rebecca and Wil by 
the time she joins, you'll want to use 
her in every mission. Her Support level 
with Pent is fantastic—try to use them 


DEFAULT STATS 


MASTERY 
LEVEL 


ШЕН 


CLASS 
CHAPTER 


SWORDMASTER 
m- a- EN 


Karla joins only in Hector's story, and 
she's inferior to both Karel and Guy. 
Since Swordmasters are a specialized 
unit, you're better off concentrating on 
making one powerful instead of all 
three. 


DEFAULT STATS 


L 


STARTING CLASS CAVALIER 
LEVELED-UP CLASS PALADIN 


TO © CEN 0 
Kent is a better option than Sain if you 
want a high-level Cavalier, but his Luck 
and Resistance are both quite poor. 
Keep him away from magic users and 
be ready to heal a lot. 


STARTING CLASS 
ПОЛУ ASSASSIN — — — | 
Legault is a great Thief. His Strength 
and Defense are both good, which 
means hes easier to level up than 
Matthew. Consider keeping him a 
| Thief, however, instead of an Assassin. 


DEFAULT STATS 


L 


DEFAULT STATS 


L 


Don't be fooled by the shaggy mop of 
hair. Lowen is a serviceable unit with 
high HP and Defense ratings. You have 
lots of choices for Paladins, and Lowen 
isone of the best. 


MASTERY 
LEVEL 


DEFAULT STATS 


Lucius has low Defense even for a 
magic user, and his Luck isn’t much to 
write home about either. Like all magic 
users, however, he can become 
extremely powerful in time. 


MASTERY 
LEVEL 


Marcus 


CLASS PALADIN 


CHAPTER t E 
Marcus doesn’t have a great growth 
rate, but his Defense, Strength and 
Skill are stellar. You'll probably use 
him to take on all the boss characters 
jn the first few levels. His ability to use 


| multiple weapons is an added bonus. 


CON 


MASTERY 
LEVEL 


E 
1EVELED-UP CLASS ASSASSIN 
CHAPTER 


Matthew is very quick and can cover a 
ot of ground in a turn, but hes not 
euch for combat. Keep him as a Thief 
so you always have someone who can 


pilfer goods. 


DEFAULT STATS. 


CLASS BARD 
CHAPTER 817 EH» EN] 
Nils can't attack, but his song will let 

one unit take a second turn. (The song 

never fails, either.) His growth rate is 
fantastic, although most of it goes млѕтепу. 
toward Speed, Luck and Resistance. LEVEL 


L3 


Ninian is the twin image of her 

brother, Nils, right down to identical 

growth rates that focus on Speed, Luck 

and Resistance. You'll have only one of PAISES 
the siblings at a time, and you should PEYI 
use either one on every turn. 


Nino has a high growth rate in every 
category but Defense, and her magic 
power is great. She joins the team very 
late, however, so it's difficult to level 
her uj 


STARTING CEASS CONCI 
[GENERAL — — | 


LEVELED-UP CLASS 


Oswin is nearly impenetrable—espe- 
cially when he becomes a General— 
but he's incredibly slow. Give him the 
Boots so he can actually reach enemies 


“before the fight is over. 


CHAPTER 

Pent is a godsend. His magic skills are 
beyond compare, and he can also wield 
a staff with the best of them. Give him 
high-powered Anima spells and let 
him do his thing. 


STARTINGCLASS TROUBADOUR 
LEVELED-UP CLASS VALKYRIE 
m- EE« КИ | 


CHAPTER L E 
Priscilla can use staffs and healing 
magic, but unlike Serra, she owns a 
horse. The added Movement makes 
her a much better candidate for the 
party's official healing unit. 


STARTING CLASS 


[Момо — h— — | 
LEVELED-Up cLass NOMAD TROOPER 
CHAPTER s a EN 


Rath has high Speed, Strength and 
Skill ratings, and is one of the more 
useful characters in the game. He can't 
attack directly, though, so you'll have 
to be careful when using him in battle. 


DEFAULT STATS 


L 


ТУ] MERCENARY 


LEVELED-UP CLASS НЕО 
curren Se NN + EUN 
Raven is a well-rounded character who 
could find a place in any party— 
although the fact that he doesn't excel 
| in any one area may lead you to ignore 
| him. Watch out for his low Resistance. 


Rebecca 


ARCHER 
D-UP CLASS SNIPER 
R E Ш 


Р EN 
Rebecca has a high growth rate, which 
helps her in the long run. She's weak 
initially, but with patience and careful 
deployment she can become one of 
your most valuable fighters. 


Renault 


CLASS BISHOP 


CHAPTER 


DEFAULT STATS. 


t 


Renault joins the party during the sec- 
ond-to-last mission, and for someone 
who arrives so late, hes nor terribly 
useful. His magic skills are mediocre at 
best—stick with Lucius if you want a 


STARTING CLASS 
LEVELED-UP CLASS PALADIN 


DEFAULT STATS. 


CHAPTER 


Sain has high HP and Strength rat- 
ings, but very low Skill —which means 
he'll miss almost as often as he hits. 
He's more fun to be around than Kent, 
but Kent is the better soldier. 


STARTING CLASS 

LEVELED-UP CLASS 

CHAPTER 

Serra is your only healer for the first 
few missions, so you'll use her a lot. 
Once Priscilla shows up, however, 
you'll use Serra very infrequently. She 
Ћаз almost no Defense, so be careful. 


MASTERY 
LEVEL 


CLASS WYVERN LORD. 
m- Ed» МИ | 


CHAPTER 1 
Vaida is a strong character with good 
Movement, but she joins the party very 
late in the game. She's tough enough to 
take an arrow or two and survive, but 
don't press your luck. A high Constitu- 
tion makes her perfect for rescues. 


MASTERY 
LEVEL 


a Wallace 


< 


LEVELED-UP CLASS GENERAL 


DEFAULT STATS 


L 


CHAPTER Es 


Wallace starts out as a Knight in Lyns 
story, but he will automatically change 
classes before you have a chance to say 
anything about it. Like all Generals, 
he's nearly impossible to damage. 


MASTERY 
LEVEL 


Wil has а good growth rate, and his HP 
and Strength improve at a faster clip 
than Rebeccas. If you can get him to 
Sniper status, he'll be an invaluable aid 
to your cause. 


You can give your fighters a boost by pairing them with characters they like. | 
Using Support effectively is one of Fire Emblem's greatest challenges. À 
dive orc ca remm са NEM as 


cop up in the menu. If you choose Support, the two characters will talk to each other. From then on, any 
ime they are within three squares of each other, they will receive a small bonus to their Hit, Attack and 


void rates. Each pairing has three possible levels of Support effectiveness (C, B and A), and the more times 


ou Support a character, the greater the bonuses will become. Both the number of times you can use Sup- 
port and the amount of time that you must spend next to a character to receive the Support option vary. 


See the list below to find out which characters can lend aid to each other. 


Support Characters 
CHARACTER ЧИ SUPPORT CHARACTERS 


CHARACTER SUPPORT CHARACTERS 
LOUISE Pent, Erk, Hawkeye, Rebecca, Guy, Heath, Sain 


LOWEN Eliwood, Marcus, Isadora, Harken, Rebecca 


Dorcas, Raven, Canas, Karla, Renault 


Pent, Nino, Renault, Bartre, Vaida 


Farina, Wil, Geitz, Rebecca, Karel LUCIUS Raven, Priscilla, Serra, Renault, Karel 


Bartre, Geitz, Oswin, Vaida, Farina LYN Eliwood, Hector, Florina, Rath, Kent, Wil, Wallace 


Louise, Nino, Pent, Priscilla, Serra MATTHEW Hector, ЈаНаг, Guy, Serra, Oswin, Legault 


Dorcas, Karel, Isadora, Нога, Dart MARCUS Eliwood, Merlinus, Lowen, Isadora, Harken 


MERLINUS Marcus, Nino, Vaida 


Hector, Lyn, Ninian, Marcus, Lowen, Harken, Fiora Eliwood, Florina, Hawkeye 


Matthew, Rath, Karel, Priscilla, Louise 


Hector, Florina, Fiora, Kent, Dart, Karla, Dorcas Jaffar, Erk, Florina, Merlinus, Legault, Canas, Rebecca 


Farina, Florina, Eliwood, Kent, Sain, Pent, Geitz Hector, Matthew, Serra, Priscilla, Dorcas 


Hector, Lyn, Farina, Fiora, Ninian, Nino, Serra Louise, Erk, Canas, Hawkeye, Fiora 


Eliwood, Isadora, Lowen, Marcus, Vaida Raven, Lucius, Erk, Oswin, Sain, Heath, Guy 


Ninian, Pent, Louise Lyn, Wil, Guy 


Vaida, Legault, Louise, Priscilla, Kent Lucius, Priscilla, Rebecca, Wil, Bartre 


Eliwood, Lyn, Oswin, Matthew, Florina, Serra, Farina Wil, Lowen, Sain, Dart, Louise, Raven, Nino 


Legault, Lowen, Marcus, Harken, Geitz, Renault, Sain Bartre, Isadora, Lucius, Wallace, Canas 


Nino, Matthew, Legault Kent, Fiora, Serra, Rebecca, Priscilla, Louise, Isadora 


Guy, Geitz, Karla, Dart, Lucius Hector, Matthew, Florina, Sain, Oswin, Lucius, Erk 


Karel, Bartre, Farina, Vaida Heath, Harken, Karla, Wallace, Canas, Dorcas, Merlinus 


Lyn, Sain, Fiora, Farina, Wallace, Heath Lyn, Renault, Wil, Vaida, Kent 


Matthew, Nino, Isadora, Jaffar, Heath Lyn, Rebecca, Rath, Dart, Wallace, Raven 


Chapter Flow 


Before you start Lyn’s story, learn how the chapters progress. Go to the page 
number listed next to a chapter to find specific information. 


Story Time 
There are three stories in the game. Lyn’s 
ntinua- 


story is first. Eliwood's story is a c 


Е 5 Taking Leave 


tion of Lyn’s story. Hector's story 
Eliwood’s story, but you'll play it from Hec- 


tor's perspective. You must clear Eliwood's irds of a Feather 


story to play Hector. 


In Search of Truth 


The Peddler Merlinus 
| Wigglers 


Noble Lady of Caelin 


| Whereabouts Unknown 


Footsteps of Fate = 
The Port of Badon pg.57 


Sword of Spirits 


Band of Mercenaries The Dread Isle E 
Imprisoner of Magic pg. 60 


In Occupation's Shadow Dragon's Gate 


New Resolve 


Beyond the Borders 


Genesis mm 


Four-Fanged Offense (1) pg. 66. 


Blood of Pride Е 21 Kinship's Bond 


Siblings Abroad E Living Legend 
The Black Shadow Four-Fanged Offense (2) pg. 67. 

Vortex of Strategy E Unfulfilled Heart 
9 A Grim Reunion Pale Flower of Darkness (2) me 


10. The Distant Plains - Battle Before Dawn 


Night of Farewells meu 


You Can Take It with You | 27 Cog of Destiny 


After you clear уп story, all money, equip- 
ment and items will be lost. Any experience 
points (and levels) that the characters have 
gained, however, will be carried over to Eli- 


Valorous Roland 


Sands of Time 
Battle Preparations 


wood’ story. Nothing is carried in Hectors шии 
story—everyone must start from scratch. Victory or Death 


Final Light 


Birds of a Feather 


In Search of Truth 


13x The Peddler Merlinus pg. 93 


Wigglers 


Talons Alight 


Noble Lady of Caelin pg. 96 
Whereabouts Unknown pg. 97 

17x The Port of Badon 
Pirate Ship pg. 99 


The Dread Isle 19x Imprisoner of Magic ро. 101 


19x2 А Glimpse in Time ро. 102 


Dragon's Gate 


New Resolve 


23x Genesis pg. 109 


Kinship's Bond 


Living Legend pg. 108 24 Four-Fanged Offense (1) pg. 110 


24 Four-Fanged Offense (2) pg. 111 
Crazed Beast 


Unfulfilled Heart 


27 Pale Flower of Darkness (2) pg. 116 


Pale Flower of Darkness (1) pg. 115 


Battle Before Dawn pg. 117 


Cog of Destiny 28x Night of Farewells 
The Berserker 


Sands of Time 


31x Battle Preparations 


32 Victory or Death 


32x The Value of Life 
Final Light 


SIDE QUESTS 


If you meet special conditions listed 
below, you can unlock side quests. Num- 
bers in parentheses refer to Hector's story, 
but the requirements are always the same. 
Ch. 7x: The Black Shadow 

Clear Chapter 7 in 15 turns, 

Ch. 13x: The Peddler Merlinus 

Visit the northwest village in Chapter 13. 


Ch. 16x (17x): The Port of Badon 
Keep at least one soldier alive in Ch, 16 (17) 


Ch. 18x (19x): Imprisoner of Magic 
Clear Chapter 18 (19) in 15 turns or fewer. 


Ch. 22x (23x): Genesis 

Talk to Hawkeye (he must live) and get 700 or more 
experience points in Ch. 22 (23). 

Ch. 26x (28x): Night of Farewells 
Talk to Nino, then have her talk to Jaffar (both 
must live) in Chapter 26 (28). 

Ch. 29x (31x): Battle Preparations 
Accessed automatically, 

Ch. 32x: The Value of Life 

Clear Chapter 32 in 20 turns. 

Ch. 19x pt 2: A Glimpse in Time 


If Nils reached level 7 or higher in Lyn's story and 
ou clear Chapter 19x, you can access A Glimpse in 
ime, 


SPLIT CHAPTERS 


Some chapters have two versions, and you 
can play only one. Look below to see the 
determining factors. 


Ch. 23 (24): Four-Fanged Offense 

If your Lord's levels total 49 or less, you'll partici- 
pate in Four-Fanged Offense (1). If they total 50 or 
more, you'll play Four-Fanged Offense (2) 


Ch. 25 (27): Pale Flower of Darkness 
If the level totals of your Mages, Troubadours, 
Clerics and Monks are higher than your Fighters’, 
Mercenaries’ and Myrmidons’, you'll play Pale 
Flower of Darkness (I) f not, you'll play Pale 
Flower of Darkness (2) 


If you have at least one friend with a GBA and a copy of Fire Emblem, the two of 


ACE Linked Battles 


you can link up and brawl! You'll also need a GBA Game Link cable. 


‘Two to four players at a time can 
use the Link Battle option. Each 
will use up to five characters from 
his or her own save files; pick your 
strongest fighters. 


Edit Teams 


Before уос сап fight in the Link 
Arena, you must build a team. 
Teams are constructed from char- 


ПУНИ наме 
Da WDR 
МОША, 
Moara 
No ont 
NO DATA 


acters that exist on your save files, 
and there are no limitations on 
classes, weapons or levels. 


"ld dinawa 


Domis 87 
Janis 9 


AD 
о 


"Ita ub not сер 


You won't save Link Arena data to your single-player file, so don't worry about using rare weapons like the Wolf Beil, Killing 
Edge or Bolting Magic—go ahead and fire away! 


Practice 


Practice lets you battle against the computer. Players can choose 
from any teams that have already been created and uploaded to the 
GBA. (You can even fight against your own team with the computer 
controlling the second team!) Once уоште on the battlefield, the 
rules are the same as for a linked battle. 


Meg напи 


only 
jectiteaatfit. ba te. 


Use the Control Pad to choose 


The team that you control is blue. The 
between teams. 


computer-controlled team is green. 


Battle Data 


Check the battle data to see Link Arena high scores. If you get your 
name on the list, congratulations are in order! 


Linked Battle 


Two to four players can compete in a linked battle. Once teams are 
selected, action takes place in turns. The first player chooses a unit 
then selects an opponent. After the battle, the second player does the 
same. The fight continues until all but one player has been elimi- 
nated. You can determine a winner by points, or by survival only. 


Rule Settings 


Set the rules of engagement. There are lots of options—you'll want 
to go over them carefully before you begin. 


Follow the 


Leader 

The battle is automatic, so 
you need only to follow. 
instructions. When you defeat 
the boss, you will be asked to 
seize the gate. You'll have to 
seize objects often in later 
missions—note that only the 
lead character (Lyn, Eliwood 
or Hector) can do so. 


Weapon Wisdom 


In this mission, you'll learn about 
the weapon triangle: Axes beat 
lances, lances beat swords, and 
swords beat axes. It's not 
gospel—you can still damage an 
axe-wielding enemy with your 
sword—but it's still knowledge 
that you'll use in every mission. 


Into the Woods 


Certain kinds of terrain will help 
you win the day. If an enemy 
attacks while you are in a for- 
est, for marie) you will 
receive a bonus to your Defense 
and Avoid ratings. 


LED, 
"Prologue; - а wandering tactician found У“ 
unconscious on the Sacae Plains. Only the 
| intervention of a girl named Lyn saves you from an ugly | 
| fate—but the adventure is just beginning. Use your skills and 
guide Lyn to a quick victory over some nasty customers. 


&) BOSS: Batta 


Batta the Beast is a bandit with attitude. Стола 
for him, he’s stuck іп а tutorial mission—make quick worl 


suddenly attack, however, the lovestruck knight and 
| friend Kent will become essential fighting companions. 
KENT 
Level 1 Cavalier 


| ucl oo 
Er a 
WEAPON 


Send Sain and Lyn to fight Zugu while Kent takes out the. 
lining bandits. Have them both use swords, and make | 
iat Lyn strikes the final blow—that way she'll earn | 


Is share of experience points. 
i пи 


Thyself 


Fortresses are a helpful kind 
of terrain. A unit that stays 
ona fort will receive Defense 
and Avoid bonuses, and recov- 
era few hit points at the 
beginning of the next turn. 


Swo 


> d of Spirits will introduce a 

number of new concepts, including breakable 
| walls, talkative villagers and usable fortresses. Once you 
feel comfortable with the information, use the newfound 
knowledge to break some Glass! 


Tear Down 


This Wall! | LEVEL 


Any time you see a cracked 
wall, you can break it open and 
create a new passage. Any 
weapon will work on a 


more than one hit. 


ever, one of the altar wal 
cracked and in poor repair. 


To enter a home, 
move a unit on top of 
it and select the Visit 
command. If you visit 
ahouse, you may get 
information, items or 
gold for your trouble. 


Mt. Slow 


Mounted units can't pass over 
mountains, so you'll have to 
send Sain and Kent through the 
cracked wall. Foot soldiers can 
cross mountains, but their 
Movement rating will plummet. 
They will, however, receive a 
high Defense bonus. 


Glass wields a sword, so use Sain and Kent and take him 
cracked wall, but it may take down with lances. He also has Vulneraries—try to elimi 


ЈВЈЕСТМЕ | Defeat all enemies. | 
FLORINA 


__ Peg Knight, and take out a band of scruffy bandits. Give 
| them what-for! 


WIL 
Level 2 Archer 


Migal may be tough, but he sure isn't. E To eliminate. 
the baddie with no muss or fuss, have Wil attack him 
| froma distance. Migal won't move a muscle, so you can 
pepper him with arrows until he falls over. 


The Armory 


Your weapons will become damaged over 
time, forcing you to purchase new ones 
from ап Armory. Save a bit of gold for 
emergencies, but don't be stingy—you 
needa way to fight! 


ARMORY 


A New Friend ht Arrows 


= 3 AE 


Straig 


Peg Knights are extremely vulnera- 
ble to Archer attacks, and your other 
units don't do well against them, 
either. Always check the Range of 
enemy units (by placing the cursor 
over them and pressing the R Button) 
before moving your own troops. 


Enter this house and speak to the 
owner to get a new unit on your 
side—Wil the Archer. Archers can 
attack from a distance, and fire 
arrows over walls and other obsta- 
cles. Their counterstrike, however, 
canhit only other long-range attack- 
ers. If an Archer is engaged by an 
adjacent unit, ће or she won't be able 
to fight back. 


also join the fight. 


Enemy Reinforcements 
TURN PLACE 


CLASS 


ruins, your party encounters a young woman 
T named Natalie. When bandits strike, you are charged with 
_| protecting her until they flee. Natalie's husband, the unfor- 
tunately named Dorcas, will 


LEVEL 


2 Mercenary 1 
Enemy units will i 
tryto break а 2 [8] Fighter 2 
through the weak- 
ened wall. Station 3 Mercenary 1 
Wit next toit ami 3 [8] Fighter 2 
have him launci 
arrows at them to 4 Mercenary 1 
thin their ranks. 4 [8] Fighter 2 
5 n | Mercenary 1 
5 [8] Fighter 2 
6 |. Mercenary 1 
IRON AXE 6 H Fighter 2 


Flying Florina 
Mercenaries floodin from the north- 
east corner of the map. Put Florinain 
the woods so she can earn some 
experience points—make sure she 
has alot of Vulneraries. 


Speak, Dorcas 


After Dorcas attacks, move Lyn 
next to him and select the Talk com- 
mand. Following a brief chat, he'll 
join your party. Throughout the 
game, you can convince some ene- 
mies to join your team—try it only if 
the enemy has a name. 


Е PN 
WA 


soss: CAIga 


J С 


[um see) 


Send Sain and Kent 

Een HP or — E SS 

have them hold 

position. The ЭТ) Steel Axe 

majority of your 5 3 =: | 
There's no need to attack the boss if you simply wait for 4 


enemies use axes, 
so give swords to 
the two dashing 
horsemen. 


the seven turns to expire. If you want the experience, 
- however, take him out with уп Mani Katti once you 
ate his bodyguards. 


Your Cavaliers can't cross the moun- 
tains, so send them through the 
northern plains. One of the northern 
bandits will give up an Iron Sword 
when you defeat him. 


Information Booth 


There are three houses on the map, 
but none of the owners will give 
you anything but advice. If you're 
comfortable with combat, feel free 
to avoid visiting anyone. 


Hand Axe 


>“ Some bandits just won't take no for 77 
an answer, and you'll have to drive them back 


ARMORY 


Iron Bow 


ARMORY 


That ОГ Black 


learn how to use offensive and 
healing magic during Beyond the 
Borders. You must be next to the 
character you want to heal, but 
offensive magic has a longer range. 
Be especially careful when deploy- 
ing Serra—her HP is low and she has 


no weapon with which to counterat- 


tack, soit's easy to lose her. 


soss: [SL uy 
[class 
D xx RAE] 


“LEVEL 
HP | вани ae 27 sr 
WEAPON БЗ | 


Bugis another boss who doesn't like to move around. You | 
can either stand back and pummel him with Erk's magic 
5 кй heis по more, or just send in Lyn. 
tti. 


‘You'll have to fight off numerous bandits and figure out 
_| how to unlock a secret door. Once you complete the mission, | 


ay 
2 «12 
Hit the Switches E) ross Boal 


You must wait on the top-left and 

bottom switches before you can 

access the third one. The third and i SLASS 

final switch is being guarded by a іу | 

large man named Bool. Take him out, HP 

then set someone on the switch. | 
МУЕАРОМ Steel Lance 


Bool won't move, so you can pepper him with magic and 

arrows from afar. If you want Lyn or one of the Cavaliers 

taget the EP from a final blow, give the Armorslayer to 
f your choice and use it against the bo 


To Catch a Thief 


Matthew the Thief is inside the 
northernmost house with the red 
roof. Once he joins your party, he can 
use Lockpicks to open doors and 
chests. Keep him out of harm's way, 
however—his HP is low. 


Door keys can only be used 
nce, but anyone can use then. => 


fol 


It will take a few turns to get 
Matthew down to the lower portion 
of the map, so get the Door Key from 
the center house and use it to open 
the locked door that leads to the. 
second switch. 


You'll have to steal the Angelic 
Robe from а locked chest. The item 
permanently raises the HP of one 
character—use it quickly, because 
it will vanish after Chapter 10. Good 
choices for the robe are Lyn, 
Matthew and Erk. Serra would also 
benefit, but you'll probably want to 
giveit to someone who will see 
Combat from time to time. 


Vulnerary (3) 


efeat the Black Fang Shaman Heintz. 


* - takes a detour when two young children beg 


boon. The map is filled with mountains and bridges, which 


| make it tough for your Cavaliers to get around—but also 


LUCIUS 
Level3Monk — 


hapter 7x. 


Iron Lance 


The axe-wielding Brigand hiding in the 
mountains will attack if you get too 


Heal Staff 


close. When you defeat him, he'll give 


Fire Magic 


you an ron Lance, Make sure that the 
character who strikes the finishing 


blow has room in his or her inventory. 


PURE WATER 


Like the main weapons, magic has its 


own hierarchy. Light Magic beats 
Dark Magic, which beats Anima 
Magic, which in turn bests Light 
Magic. 


Bardstorming 


Bards play music that invigorates the 
soul, allowing the target to take an 
extra turn, Even though they can't 
attack, Bards are incredibly handy. 
Have Nils use his ability on every turn, 
evenif the targeted unit doesn't real- 
ly need to move again—doing so will 
level him up more quickly. If you get 
him to level 7 or higher before the end 
of Lyn's story, you'll gain access to a 
secret side quest in Hector's story. 


Snags (dead trees) will fall over and 
become bridges if you attack them 
with any weapon or magic. Check out 
the surroundings before creating a 
bridge—if there are а lot of bad guys. 
around, you're better off leaving the 
snag alone. 


121 


NENA 


PU 


9) возе 1601712 


LX. 
Shaman 


| 
WEAPON 


Send Lucius to the woods on the south side of the boss. 
and have him attack with Lightning— you'll make catsup 
Я Itof Mr. Heintz. 


The g u 
^ ter 7, Ninian, has lost a ring most precious 

If you agree to retrieve it, you'll be forced to fight in nar- 
__| row corridors against overwhelming odds. To stack the deck | 
in your favor, bring magic users and long-range fi ighters. 


REQUIREMENTS 


A Shaman and a Mage 
will appear from the 
stairways that flank 
the boss. Take them 
out from a distance. 
before you move in to 
finish off Beyard. 


|| Beyardis another boss who doesn't move. Attack froma 
|| distance with magic or arrows to finish him off in a dan- 
-free fashion. If you insist on melee combat, use Kent 
to deliver lance blows. 


RR 


( BOSS ) 


Don't break either of the cracked 
А walls on the right-hand side of the 
HAMMER | room. Enemy units arrive from the 
= stairway marked A, and if you keep 
Е the walls intact, you can pick them 

off with long-range attacks. 


Bards and Breaks 


Sendaunit up to the cracked wall 
and pus him or her attack, then 
have Nils play a tune to give the unit 

another turn. You'll be able to shat- VULNERARY 
ter the wall on the second pass, 
allowing a unit to grab the Hammer. 
if you wait too long, an enemy Thief 
will take the hammer from the 
chest—if that happens, eliminate 
the Thief to take the Hammer back. 


TURNS PLACE CLASS 
Soldier 


n 
E [| Shaman 
3 | Маде pa 1 


file E 


ttt TN 


TOTAL LEVEL 


Yeah, Fine, Bye. 
Matthew won't be attending the 
battle, as he has important busi- 


ARMORY 
ness to take care of elsewhere. If 
he has any items you need, take 
them before the chapter starts, 


— ÓM 58 
Слар 8 T surprise 
5 


"tex of Strategy, and it's not the fun birthday pa 


Your enemies have prepared а Ballista—a kind of siege | 


ita, however, you can turn it against your foes. 


Ballista Burglar 


Get Wil to the Ballista as fast as pos- 
sible. Once he takes control of the. 
machine, he can use it to rain 
destruction down on your foes, The 
Ballista has only five shots, however, 
soitisn't the perfect weapon. 


Lancereaver 
Any weapon with the word 
“reaver” on the endis a special 
item that will flip the weapon 
triangle. The Lancereaver, for 
example, is a sword that is 
strong against lances, but 
weak against axes. 


Enemy Reinforcements 


TURNS PLACE CLASS 


TOTAL LEVEL 


Like a Shot 
74 5 MUN Watch out for the rein- 
A forcements that come from 
» the fortresses in the lower 
left-hand corner of the map. 
They cover alot of ground, 
and can be on your units in a 
turn or two. Don't let one of 
your characters get too far 
ahead of the others. 


jCLASS 

| LEVEL 
HP ВЕТЕР 
paene ———— 7] 


Yogi won't steal your picnic basket, but he's still plenty 
P» ^ 


langerous. The Knight has an Axereaver, so you'll want 
аск him with a sword. The Mani Katti will make 
rk of the foe, and also give Lyn valuable EP. 


| Seize the castle gate. 


WALLACE 
Level 12 Knight __ 


surprise attacks. Dispatch strong troops and be sure to bring | 
Matthew along—he can see through the mist better than anyone. 


Fog will roll in on the third turn, 
blocking your vision and helping your 
foes. Send Matthew to the middle of 
the map and have him use a Torch to 

clear away some of the mist. 


Dealing with Fog 


Station one magic user near the 
fortress marked E to take care of 
the Brigands that emerge. Group 
the rest of your party together and 
keep them that way—stragglers 
are likely to get picked off. 


Your newfound companion, Wallace, 
isa level-10 Knight, which means he 
can change classes if he has the 
right item. Though the tutorial will 
force you to change his class here 
and now, you should generally wait 
until characters hit level 20 before 
changing classes—doing so makes 
them stronger in the long run. 


Cavalier 
Archer 
t4 | Brigand 


E2 | [Brigand — | 


Eagler has both short- and long-range weapons, and his 


defense is very good. Let Wallace take him out with his 
If Wallaceis too far away, rescue him with Florina 


»ptions and against the wall, Lord Lundgren will saat on | 
the tools of battle and try to take down Lyn himself. You'll | 
need careful | planning to survive with all members | 


GENERAL - 


It Can't Rain All 
the Time 


Energy Ring 
Rain will start to fall midway through 


3 А у ? A womanin the village on the 

the battle. The wet stuff makes 1 « peret М7 eastern side of the map will give 
movement difficult and slows both і ic you an Energy Ring. Use it during 
friends and foes. It will let up after a this mission, абве you will lose. 
couple of turns. all your items as soon as Lyn 
seizes the castle gate, 


ARMORY 


Vulnerary (3) 300 
Heal Staff 600 
Fire Magic 560 
Thunder Magic 700 
Lightning Magic 630 


Knights in Heavy 


Lundgren is your toughest foe yet, and he can eliminate 
Many of your units with a single hit. To avoid unpleasant- 
ss, give Wallace a Heavy Spear and let him take on the 


5 by his lonesome, ‘ j 


ARMORY 


Steel Bow 720 

Armorslayer 1,260 
Enemy Reinforcements Heavy Spoar 12 пре 20 800 
TURNS PLACE CLASS TOTAL LEVEL i 


5-9 Cavalier Lord Lundgren has a crazy-high 
Defense rating. The Armorslayer is a 
decent weapon to use on him, but 
theHeavy Spear is really the way to 
go. All your gold will vanish after the 
mission, so go wildin the stores 
while you have the chance. 


Ра. TA 


4 - [ 
n ~ у CVE 
о CP 4 


Vulnerary (3) 


ands, so hand out swords to all and take them down. You | 
_______| shouldn't have much trouble with the battle, but be sure to | 


Level 1 Paladin Level 2 Cavalier 
à | DORCAS 
| Fighter (level varies) 


VENDOR DRAGONSHIELD 


Bartre and Dorcas will show up on 
the second turn and throw their 
weight behind your cause. They have 
axes, so they'll match the Brigands 
blow for blow. 


ERECTO HUE ee S] 
s _______| 
LEVEL _________| 


HP 25 


MEWke — — —31 


Groznyi won't move, so use Rebecca and Bartre to hit him 
froma distance. Опсе he's weakened, finish him off with | 
iwood so he can get the er rience points. (You can also | 
ge in with Marcus to end it quickly) 


You don't have anyone who can heal 
the party yet, so you'll have to rely 
on fortresses to restore your energy. 
You can also use Vulneraries if a fort 
is too far away. 


НЕСТОВ 
Level 1Lord 


| Hector's Help 
| Hector and Oswin like to make a dra- 


matic entrance, so they won't show 

upuntil the fourth turn. Oncethey — | 

appear, have them fight the enemies | 
| in the northern section of the map. 


local Lord turns sour, Eliwood and company | 
| will have to deal with a gaggle of large, angry men. Luckily, 

iwood's trusted friend Hector is in the area and agrees to | 
help, along with his right-hand man, Oswin. 


| 
| 
| 
| 


ee 
WEAPON | 


Zagan is different from the other bosses—he's actually 
learned how to move. Keep Rebecca far away and sur- 
round the boss with tougher units. Eliwood, Oswin and 
Marcus can combine to take him down with little trou 


4 


SECRET BOOK 
ARMORY 


ARMORY 


Iron Sword 460 


Iron Lance 360 
210 


D. 


Tue Su» 35 
о 


су fps 


[ The Right Tool | 
| for the Job 


| Hector and Eliwood each start 
| out with rare, powerful | 
| weapons (a Wolf Beil and 
Rapier, respectively). Though 
the weapons are great, you 
should save them for bosses | 
and emergency situations. 

Pick up Iron Swords and Iron 
Axes that they can use on the 
common rabble. 


And No Farther! 


A few enemies will. 
cluster in the south- || 
east corner of the 
map. This fortress is 

a good place to 

make a stand and 

hold them off—that 
way you'll receive 

HP each turn. 


TES) 


=~) 
У Chapter 15 
SE Iu ерла e 


| back before you know it. 
75 | MATTHEW GUY 
| Cleric (level varies) ief (level vari Level 3 Myrmidon 


st village to unlock Chapter 3x. ‘i 
ARMORY 
ron Sword 460 Vulnerary (3) 
Javelin 400 Heal Staff 
Hand Axe 300 


ron Bow 


T must leave for Сав mu, 


oF my business wil be ruined. yy 


ARMORY 


Break a snag to make a bridge to this 
area, then send a unit to the village 
and speak to the clumsy merchant 
there. He'll drop a Torch on his way 
out of town, and also trigger a side 
quest. 


> 


re 


ge 
(8) Boss: (90108 


а Steel Lance 


Boies can't move, but his high Defense means you can't 
urt him with ranged weapons. Use your axemen to chip 
at him little by little, and keep Serra nearby at all 
for alittle healing action. 


A New Companion Run Away! 
Enemy Reinforcements tt Matthew Aci to Guy, the en Enemy палатада 
lyrmidon will join your team. Sen pour out of the fortress- 
BM TURNS PLACE CLASS TOTAL LEVEL Matthew seven squares short of es marked B and C on the 
3,4 E | Brigand Guy's position, then run to him on above map. If you're on 
H Soldier the next turn. Keep other fighters your heels, retreat to 


away, or Guy may rush them and be this fort and regroup 
killed by a fierce counterattack. while you recover HP. 


-| more items than ever. Before he'll join, however, ће must | 


| foBJEcTIVE _ | Protect Merlinus for seven turns. | survive a long and dangerous night. 


REQUIREMENTS | Speak to Merlinus during Chapter 13, then accept the side quest. 


ES. E MERLINUS 
ш 97 о тап: 


[Alone in the Dark z [ Northern Lights 


| It's hard to pierce the gloom of dark- After you take out the enemies that 


| ness, so bring Matthew along. His | guard the two bridges, send a couple 
range of vision is higher than anyone's, of strong units north to intercept 
andif you give him a Torch, you'llbe — | | incoming foes. (They will attack from 
able to see almost anywhere. | | the northwest after choppingdowna | — — 1 
— — | pair of snags.) | 5,000 Gold 
| 


The villagers in this town will give. 
you 5,000 gold, but уои һауе toreach | 
them first. Send Lowen over the 

bridge and around to the village—his 

|| speedy horse will get him to the vil- 
lage before the chapter ends. 


| 
| 
| 
| 


[ à 

| Dead Weight 
Merlinus won't move, but there's no 
reason to let him sit around. Rescue 
the peddler with a unit that has a high 
Defenserating (such as Marcus or 

| Oswin), then carry him around during 

| therestof the chapter. 


WEAPON Steel Sword 


| 
Puzon has high Speed and Strength ratings. Send Marcus [А] o 
‘or Oswinin to attack with Steel Lances. Puzon may flee E |Myrmidon 
toa fortress if you damage him, so have two units ready— Brigand 


sone can find him in the dark and the other can attack. 


3 B] |Nomad 


Chapter 14 orm g to foes as. 
- ception and traitors rear their ugly head 


rs is full of Cavaliers, so bring lots of axes and || 
4 watch your back. Rain will slow your progress—move west | 
| as fast as you can before it begins to fall. 


Defeat all enemy units. 


WEAPON 


Erik is по slouch in combat, and his Silver Lance is very 
powerful. Weaken him from a distance when he moves 
ross the и then bring in Hector and his Wolf Beil to. | 
job. 


SILVER LANCE 


Another Healer 


PRISCILLA 


A young Troubadour named Priscilla is 
ESTIS against her will in the 
southwest village. If you get a unit to 
her quickly, she will leave the village 
and join your party. 


Enemy Reinforcements 


TURNS PLACE CLASS TOTAL LEVEL 


PRISCILLA 
| Level 3 Troubadour 


FIGHTER 


Erksome 

Have Hector rescue Erk and take 
him back to Serra—who can talk to 
‘the Mage and convince him to join 
the pate Put Serra near the top of 
the map before the battle begins, 


IRON BLADE 


Merchant Woes 


After a few turns, Pirates will 
invade from the south, threatening 
Merlinus's tent, Leave a guard near 
the tent in case any of them get 
past your swordsman on the south- 
ern beach, 


ARMORY Д VENDOR 


ARMORY 


Iron Lance 


The Sword Is 
Mightier 


The Pirates who storm the beaches 
are all axe users. If you put a swords- 
man (preferably Guy, although 
Eliwood works also) at this beach, 
you can stop them before they both- 
er Merlinus. 


slaughtered on ti 


ARMORY 1 


Bouker has а Javelin, which makes long-distance attacks. 
|| iffy, He's weak porine: magic, but poor Erk will get 

ie counterattack. Give Hector the Wolf 
Beil or Oswin a Heavy Spear and have them strike. | 


Serer ees 
— Chapter 


A) I dS 


m 
2. 


Lord (level varies) 
FLORINA 
Peg Knight (level varies) 


Cavalier (level varies) 
WIL 
Archer (level varies) 


TROUBADOUR 


Dirty Deeds 


A pair of Cavaliers appear on turn 0, | 
bent on making Merlinus's tent his 

tomb. Don't let them get the drop on | 
the hapless merchant. | 


reunion with old friends—but the party will 
| ‘have to wait until the battle is done. Let the new party mem- | 
bers take care of enemies to the south and east, while Eli- | 
wood and company clear out the baddies to the north. 


A return visit to Caelin results in a У 


KENT NE 
Cavalier (level varies) 


Head for the Hills 


On the third turn, Brigands will 
appear in the mountains and make. 
for Merlinus. Leave two guards 
(Erk and Guy work well) to deal 
with the troublemakers. 


—J 


| Wooden Acting m | 5 
Use the forests to your advantage. | n 
Scatter your troops in the woods y 


| and let them take on enemy forces 
one-on-one. If an enemy enters а 
forest, attack from a distance or 
| wait for him to leave. 


Ф aces s 


Reon prc 


У 28 a 
p 


У; 
Slim Sword 480 Ку 
ron Sword 460 
Steel Sword 600 ст» 
ron Axe 270 
Steel Axe 360 | HEAVY SPEAR ] 
Hand Axe 300 


ARMORY 2 


HORSESLAYER 


Enemy Reinforcements 


«E» | сто 


TURNS PLACE CLASS TOTAL LEVEL 


450 3,4 FY | Brigand 2 3 
360 5,6 | Mercenary 2 4 
480 Vulnerary (3) 5,6 Cavalier 2 4 
400 Door Key 50 6 B] |Brigand 1 4 
540 Heal Staff 600 10-13 Cavalier 4 3 
Steel Bow 720 Fire Magic 560 10-13 Cavalier 4 4 


- in narrow en filled with Archers, so Flo- | 
probably wants to sit this one out. Matthew will be very 


| 
| 


p — us EEE es 
| AE А i Level 5 Transporter — г 


| If atleast one Caeli Soldier survives, you wil unlock Chapter 16x. 


*If he didn't join in Chapter 13x 


Nevermore 
A man named Raven will bust out of 
prison on the first turn and take up a 
position in the middle of the map. 
Send Priscilla to talk to him, but get 
her there quickly—if you tarry, he 
will start attacking the escaping 
Caelin soldiers. 


HAMMER i RSS On the Ready Line 


If three of the Caelin soldiers sur- 
vive, you'll get a Red Gem. If two 
make it out alive, you'll geta Light 
Rune. Andif опе makes it, you'll 
earn a Mine. At least one must sur- 
vive to unlock the next side quest— 
take out the Shamans that emerge 
from the stairwell marked B so they 
don't blast the soldiers from afar. 


HERO CREST 


Meet Lucius 


UNLOCK STAFF cj epis E Lucius will remain in the jail after 
"an Tes 5 everyone else leaves. Once Raven is 


а $ on your side, send him to speak to 
CHEST KEY ij Я | EK do the Monk. After a brief chat, Lucius, 
i ‘too, will join your merry band. 


Tent City 


Anumber of well- 
armed Cavaliers will 
emerge from the 
southwest side of 
the map and make for 
Merlinus. Have Oswin 
set up shop in front of 
the large steps sohe 
can intercept the no- 
goodniks. 


CLASS 
ho CRAAGU PROMO АЕ 


LEVEL 
HP 


Мати — — —] 
|| Bernardis nearly impossible to damage with conventional | Enemy Reinforcements 


TRUM е su m ic. Have Erk TURNS PLACE CLASS TOTAL LEVEL 
| and Lucius line up on either side of him (as far away as 
sible) and start blasting with Thunder and Lightning, _ HELB e ео 


Shaman 


around to speak to Fargus, or take your chances in a very | 


= tough fight. If you don't fight, you might miss out on a cou- | 
ple of nice weapons—the Sleep Staff and Short Bow. H 


OBJECTIVE Speak to Fargus. 
REQUIREMENTS | Save the life of at least one Caelin Soldier in Chapter 16, then accept the side quest. 


| =. 
САМАЅ 
| NEW MEMBER | fs Level 8 Shaman 


| 


| Slow and Steady | [New Friends 


Я If you want to go the safe route, Enter the house across 
| send three or four members up from the inn and speak 
2 and around the north edge of the to the occupants to get 
: map. When they clear the wall, anew companion—a 
2 | Cavalier | goall the way west then head Shaman named Canas: 
2 | B | Troubadour __| Emm | South and speak to Fargus. | Heisa master of Dark 
| | Magic, and one of the 
more powerful mem- 


Fast and Furious | 1757171: КЕ ИУ ЦИЕ bers of your team. 


pont send ab past the dotted 

black line on the map, or the enemy = 

will swarm you. If you place a couple Fog 
of members between the Vendor t 
andtheSleepStaffhouse,pirates — | 
willcomenorth—youcanthentake | 
| them out one or twoat a time. 


L VENDOR A 
Check Your Target 


When you reach Fargus, be sureto | 
| talk to him and don't attack. There is 
also a pirate named Dart at the 

south end of the map. If you leave. 

him alone (he won't attack you), the | 
scurvy sea dog will join your team in 

| Chapter 18. 


Watch and Wait | 
Сава if youdecide to fight,haveOswin | VENDOR 
LEVEL | take the top position and Marcus Heal Staff 600 


take the bottom, thensteionmage | [Mend Staff _________1,000 
HP | Users behind them. Theenemyunits | | Vend Staff 1,000 

| won't be able to get through the Fire Magic 560 

narrow openings, and you can pick 


them off while they re bunched up. | [Thunder Magic 700 


Damian is very tough. The best way to take him downis by Lightning Magic 
— 


giving Marcus the Heavy Spear (see the tip to the right for L— 
placement) and sticking Canas behind him. Don't get any- 
‘one else near him, or he'll wipe out the unit in a single. т) 


users, Lucius and Florina. The boss, Zoldam, is scary 
enough to break glass—you're better off defeating every- 
| one else and then waiting for the time limit to expire. 


| 

Iron Sword 460 | |Vulnerary (3) 300 
Steel Sword 600 | |Door Key 50| r р —] 
Steel Lance 480 | [Heal Staff 500 | | Таке a Rain Check. | ____ HE 
Javelin 400 | |Мепа Staff 1,000 | | ПА adem мита | | Isn't That Special? 
Steel Axe 360 | |Fire Magic 560 | running low on anything, butkeepa | | Many of the enemy units have special | 
Напа Ахе 300 | [Thunder Magic 700 | | fair amount of gold handy. There are | weapons such as Armorslayersand | 
Iron Bo 540 [Lightning Magic $30] | two shops in Chapter 19 that sell | Lancereavers. Check out the oppos- | 

gi rare, powerful and very expensive ing units with the R Button before 
Steel Bow 720 | |Flux Magic 900 | | "=" | | sendingin the troops. 


( anmony Y VENDOR ) 


TOTAL LEVEL 


2 
5 1 
5 [0] 1 5 n 
7 | Mercenary 1 | 5 
7 Shaman 1 6 
7 | Myrmidon 1 5 n [B | 
9 [Mercenary |. 1 5 
9 WP |Mercenary 1 4 D) [ RED GEM ) 
9 Myrmidon 1 5 
9 | m |Pegknight | 1 | 5 | 


| Speedwings 


Alevel-18 Shaman? Don't mess around—just keep your | 
distance. If you feel Hick (or crazy), sendin the unit with | | Zoldam has a nifty pair of Speedwings. Have Matthew 


the highest amount of HP and give him or her a Pure drink а Pure Water, then send him in to steal the item. 
Water first. Again, we don't recommendit, | | Опсеће does, get him out of there as fast as you can. 


- Isle, making movement difficult. Despite а 
"I great personal loss, Matthew will return just in time to join | 
] the battle. If you manage to clear the level within 15 turns, | 


you'll unlock 


a side qi t hopping! 


Fair and Balanced | 
You have to strike a balance between | 
caution and haste on the Dread Isle. 
Don't spread your troops too thin, or 
enemies will appear out of themist | 
and cut them down. Keep moving, | 
however, because you have only 15 
turns to earn the side quest, and the 
woods will slow you down. 


| | Florina, ne introduce me 


to your commander, 7 


After the second turn, a Peg Knight 
named Fiora will fly into the battle 
and land on this spot. After a brief 
soliloquy, she'll fly south and land on 
the water to the left of the bridge. 
Have Florina speak to her toreceivea | 
new party member. | 


Bottlenecks 


Most of the enemies will try to reach 
you by way of the bridge. Send two 
nits with high Defense to take and 
Bold the fortresses, then spend a 
turns rebuffing enemy attacks. | 
jon't attack the snags—the fewer 
*ridges, the better. 


aj 


TheThiefstationedhereis | 
сатуда Torch Staff. If you | 
eliminate him, you can take the | 

| 


[Torch Stat 
| 


prize as your own—but you'll 
| have to hurry. The Thief will 
| runaway once the battle 
| starts. Use a Cavalier to reach 
him quickly. 


a NOSFERATU MAGIC 
^ LONGBOW 


| воз 


soss: Ul f за i 


| 


Ex etx НЕ | 
У) Steel Sword, Longbow, Shortbow || 


Senda unit with high Defense (Marcus works well) a cou- | 
ple of spaces shy of Uhai and wait for him to attack with 
bow. When ће does, rush him and attack with melee 
such as the Heavy Spear and Rapier. 


les. Take advantage of the sudden strategic shift to do 
away with your most powerful foe—then turn your atten- 
tion to the newcomer. 1 


| Seize the gate. 


Complete Chapter 18 in 15 turns or fewer, then accept the side quest. 


= 5 » = Enemy Reinforcements 
I Believe It's Not Magic TURN PLACE CLASS 


ка иу 


Kishuna the Imprisoner will appear during 
the third turn. Опсе he's on the battlefield, 
magic will be forbidden inside a wide area 
(see the map above). It's a good thing he 
arrives, because the boss is a magic user. 
Once you eliminate the boss, you can either 
attack Kishuna or seize the throne and leave 
him be—it's up to you. 


Aionis defenseless as 
== longasKishunaisonthe 4 
battlefield. Take the 
Sage out with whomev- 
er you want. Be 
patient—Aionis very AA 
difficult tohit with B. сха 
melee weapons. 

A flock of Peg Knights will fly across 
the mountains and attack Merlinus (if 
you have him deployed). Station an 
Archer with a Longbow near the tent 
to fend off the pesky Pegs, and leave 
anaxe user behind him or her to finish 
off the stragglers. 


handle. Hold off the masses for 11 turns while Matthew col- 
1 lects all the treasure he can. Long-range attackers аге the | 
| units of the day. 


| Seize the throne. 


LEGAULT - 
Level 12 Thief _ 


TROUBADOUR =. 
pai 


The Good Thief | B Is for Burglar 
Legault is aninfamous Thiefheldn | UUD HALBERD Until Legault joins your party, his pri- 
Sgh regard by all who know his mary focus is on collecting spoils for 
same. He's also become disillusioned n himself. If Eliwood and yn are 


engaged, have your troops block 
the Thief in—otherwise he'll steal 
the treasure and bolt. 


with the Black Fang. Either Eliwood 
or Lyn can speak to him and con- А — 
wince him to join your party. 7 


[L3 


SECRET SHOP 2 


BARRIER STAFF 
ARMORSLAYER 


"| | Member Card 


During turn 7, a Thief will appear at 

the staircase marked G. Have. 

| Matthew or Legault waiting for him, 
then sneak up and steal his Member 


DOOR KEY DOOR KEY n Card. The item will grant you access 
to the secret shops. 


SECRET SHOP 1 


Killing Edge 1,300 
ег Lance 1,200 
Killer Axe 1,000 n 
Killer Bow 1,400 5,6 [8] Archer im " 
sii) — 3,00 5,6 Fighter 7 soss: Dann 
chest Key 1,500 5 b] |Mage 
Lockpick 1,200 5 Archer 
= 5/7, Mercenary 
SECRET SHOP 2 6,8 Shaman 
гоп Blade 980 77 Е: Е LIS. GIUM Silver Lance, Hand Axe 
Steel Blade 1250 ђ eg Knight Brain EkandC NEUES ie Darin, Whi 
Silver Blade — 1800 20,22 | BX [Mage | fests one thm hang agree 
Physic Staff _ 3,750 20,22 | MM |Mage Пази рое melee unit. quo rh 
UnlockStaff _ 1,500 2123 Knight ee 


k 


2 emen 50, 


can also man the Ballistae near the center of town. If you 
=| have characters near level 20, spend some time in the arena 
before taking down the big boss, Oleg. 


ARCHER 


TROUBADOUR ~ 


Prepare for Poison 


| The darkness makes it hard to see. Some enemies have poisoned weapons. If one strikes 
Send out a Thief armed with a Torch you, you'll lose a little HP each turn. Use an Antitoxin 


| to pierce the gloom and find your | oraRestore Staff to cure the ailment. ~ 
hidden enemies l : d INS 
— т LEVEL 
HP 
ПУЛИ Silver Axe, Steel Bow 
Oleg won't attack youif you stay behind the dotted red 
[. SHINE MAGIC ) ELYSIAN WHIP n line shown on the map—so if you want to use the arena, 
| stay behind the line. Once you re ready, take him out with 
m ‘magic and swords. 


RESTORE STAFF 
LIGHT RUNE 


Ret E - 
| ARENA J DEF 
=D am 


ARMORY 1 : 
Iron Sword 460| |Heal Staff 600 TORCH 


Iron Lance 360 | |Мепа Staff ^ 1,000 - 
Javelin 400] [Fire Magic 560 | eono ааа 
Iron Axe 270| {Thunder Magic 700) MELLOM TE 
Hand Axe 300| [Lightning Magic 630| | 4 5 | 
Iron Bow 540| |Flux Magic 900 5 E [Monk - | 2 6 | 
5 WyvernRider| 2 5 | | oleghasaHeroCrest, but he won't 

ARMORY 2 | __МЕМООВ 2 — INI Nomad EE 6 | | giveitup—evenif you best himin 
Steel Sword Vulnerary (3) 300| [ 7 Bj [Cavaier | 1 | | | саз мете Needles to sav. 
Steel Lance Door Key 50 10 B [Knight 2 URS] Fal ДЫК make Oley Ш 

j. Th e ti 

Steel Axe 1 6 M same tury sohe doesnt demolish 
Steel Bow 720 1 6 | | your Thief. 


Pure Water(3) _ 900 12 Nomad 
Antitoxin (3) 450 12 Cavalier 
гатуе етае 


o hold off your foes for 
only a short time, but don't get lazy. It’s much | 

easier to advance your troops and fight near the middle of | 

4 the screen than to wait for the attack. Fast-moving units will © 


Protect Nils for 11 turns or defeat Eubans. 


T ISADORA n HEATH — a | АТН Bi 
Level 1Paladin _ itg] Level 7 Wyvern Rider Nomad (level varies) 


pues Are салон 
Filled with Rath 
On the second turn, Rathwilljoin | 
| thebattle from thenorth. Опу (уп f 


The Center Holds 
Senda couple of strong, fast units 


Heath will enter from the left-hand | 
to the center area to take out all | 


side of the room. Eliwood, Hector or 
Ninian can all speak to him and get comers. While the enemy is busy, can convince him to join your side. 

him to join the party. (Lyn can also senda Thief with an escort to loot (Rath leads a team of fighters who 
talk to him, but you'll want her on the | the treasure chests. | all appear as "Rath." Talk tothe one | 
other side of the room.) | | — with a picture by his name.) 
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Peg Knight 
Fighter 


Archer 
Nomad 
Wyvern Rider 
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Eubans can attack from 
adistance, but he isn't 
th | T all that tough for aboss. | 
Sound the геге! y (28.5 Use axes andhigh-level 


Elixir (3) 


= > magic users to chop him 
Ё =} downtosize, but wait 
until turn 10 or 11 so you 
getas much experience. 
as possible. 


Physic Staff 
Torch Staff 

Unlock Staff 
Sarrier Staff 


ing d 
^ havoc on your troops, dropping the Movemei 
ngs of all but flying units and walking magic users. If. 


- —— | you play your cards right, you can leave the mission with 
Defeat all enemy units & protect Pent. | rare treasure and a mighty new unit. 


HAWKEYE AN 
3 Level 4 Berserker 


Get Hawkeye on your team and earn 700 or more EP to unlock a side quest. 


Guiding Ring 
Jasmine has a Guiding Ring, but it's 
difficult to get. You'll have to steal 
it—and unless you've been leveling 
up Matthew like crazy, Legault is. 
the only one who can do it. Take the 
item, then rescue the Thief immedi- 
ately. Have lots of units ready to 
take down Jasmine once the deed is 
done, 


HERO CREST 


ECLIPSE MAGIC Pent-up Rage 
Pentis really, really powerful. if you 
leave him alone, he'll defeat every 
unit that comes his way—making it 
very tough for you to earn 700 El 
Rescue him in the first turn or two 
to give yourself a fighting chance. 


FILLA'S MIGHT 


LUNA MAGIC 


Hawkeye Pierces 
the Gloom 


Hawkeye the Berserker will appear 
in the southeast corner of the map. 


I Buried Paul 


You can find buried treasure during 
the fight, Send units with high Luck 


Enemy Reinforcements 


TURNS PLACE CLASS 


TOTAL LEVEL 


Я 
to the areas marked with dotted E | WyvernRider| 2 If he and Eliwood have a friendly 
lines, and have them walk around re [W Rid 7 9 chat, Hawkeye will agree to join the 

Е until they find something. The battle. yvern Rider fight. A e Cae рде 

у will in end before you can find 5,6 Mage 2 9 sure that you get him. 
the goodies, so let Paul live until you 

collect all the treasure, 78 | BI {Shaman 4 3 

3 | о 


VAZN Steel Axe, Hand Axe 


Paul has a Killer Axe, and the name says it all. Whatever. Attack Jasmine with a magic user (Nosferatu Magic is 

you do, don't attack him with melee weapons—instead, iat) then wait for him to counterattack with a Hand 
‘back and let fly with the magic of your choice. Javelins "Axe. When he does, rush in with a sword user and cut him | 
also effective. т He's tough—employ multiple units. | 


tough. The desert cave is no place for rookie 
"| units—dispatch your best and brightest, and let them slug it | 


Defeat all enemy units. 


| ments enter-some have magic 


d 


have weapons. 


[Chests and Doors 


There are a lot of chests and doors in the 
maze. If you have confidence in your units, 


in Chapter 22, then accept the side quest. 


| DOOR KEY 


send two Thieves—one with each section of 
party. If you have only one Thief, break 
through all four walls in the second-from-the- 
top section so you can move back and forth. | 


DOOR KEY | 
NOSFERATU MAGIC 


PELFIREMAGIC mE | G | 
спэ Ш 


[SHINE MAGIC 


SILVER BLADE SECRET BOOK | 


Enemy Reinforcements 
PLACE CLASS TOTAL LEVEL 


ES ———9 
WEAPON 


E | Knight* | 

E] | Мегсепагу“ 1 12 
Archer* 1 12 
DB] |Fighter* 1 12 
Mage** 1 12 
Troubadour | T 12 
14 | Shaman** 1 12 
Eb |Monk** 1 12 


Kishunais а coward at heart who will run at the first sign. 


+= Kishuna retreats because you open the center door 


— Kishuna retreats because you attack him 


of trouble. Once he bolts, reinforcements will appear and 
attack. The enemy unit types (and their treasure) depend 
-on whether you attack the Imprisoner or scare ћи 


A Brick in the Wall | 
When the battle begins, a wall will | 
| appear here and separate yourunits. | 
Keep it in mind when you're placing | 
them on the map. Try to have some- 
one who can heal units on either 
side of the wall 


SILVER LANCE 
SILVER BOW 


[ABC] 
SED ето 


SILVER SWORD 


BERSERK STAFF #8 


| No Magic Here | 


Kishuna generates a power | 
| that eliminates your ability to | 


use magic. Anyone inside the 
red diamond (shown on the 
map above) will be unable to. 
cast spells. If you need to heal 
someone, move out of range. 


Defeat the enemy Swordmaster, Lloyd. 


1f your Lord's levels are 49 or less, | 

you will advance to this version of Four- | 

|| Fanged Offense. The mist will cause you grief, but a visit by | 
ап old friend should be enough to lift your spirits. Bring all Н 
the magic users you have—you'll need them. | 


WALLACE 
Level 1 General - 


i 


( BOSS ) 


DANCER NETT А j 


Silver Sword 


Lloyd comes from the old school of Ми зе he's 
forgotten how to move around. Avoid his über-high 

Critical rating and wallop him with magic and arrows for 
'aneasy victory. 


Lawless Wallace 


Lyn, Kent, Sain, Wil and Florina can 

| all convince Wallace to join the 
party. He's a General with crazy 
stats, so make sure that one of the 
above characters is around. 


Orion’s Bolt 

Wallace will sometimes attack 
the Archer who carries Orion's 
Bolt before you have a chance to 
take it. To prevent that, senda 
Cavalier over the snag ASAP, then 
have him seek out the Archer. If 
Wallace takes out the Archer any- 
way, restart and try again. 


SECRET SHOP 


Enemy Reinforcements — 600 | [Iron TIPS 460 | |Armorslayer — 1,260 
TURNS PLACE oo = —— Lancereaver 1,800 | |гоп Lance 360 | |Longsword 1,260 
B asd Steel Lance 480 | |Javelin 400 | |Неаму Spear — 1,200 
E | Myrmidon mji ЈЕ |Axereaver 1,950 | {Iron Axe 270 | |Horsesl: 1,040 
Monk 2 | 10 Ахет : ayer 4 
Bl |Brigand 1 10 Steel Axe 360 | [Hand Axe 300 | Hammer 800 
Swordreaver 2,100] Iron Bow 540 | [Halberd 810 
Mork Ta SteelBow 720 E 
Myrmidon 1 10 | E ———— 
Ei |Mymióon | 1 | 10 Г мемоовт — | — VENDOR2. | 
8 |Myrmidon 1 10 Vulnerary(3) ___300 | |Fire Magic 560 
Monk 1 10 Antitoxin (3) 450 | Thunder Magic _700 
Myrmidon 1 10 Heal Staff 600 | {Lightning Magic 630 
Monk TA Mend Staff 1,000 | |FluxMagic 900 
1 10 Restore Staff 2,000 


If your! Lord's 
~ you will advance to this version of Four- 
| Fanged Offense. There are lots of Wyvern Riders to worry | 


- —] about, so strike back with Archers and axemen. Don't leave 
ithout getting the Silence Staff and Earth Seal. 


ARCHER 


Defeat the enemy Hero, Linus. _ 
GEITZ 


W MEMBER 


[ SILENCE STAFF Д ARMORY 2 ) n IIS) |Vulnerary(3) — 300 


Antitoxin(3) _ 450||Lancereaver — 1,800 


| 


Heal Staff 600| Steel Lance 480 


«d 
Ze НЕ |мепазтан 1.000] [Axereaver 7,950 
Restore Staff 2,000 


% | 


| Fire Magic 560 
n Thunder Magic 700 


ARMORY 2 
Iron Sword 
Iron Lance 


Е [0 | Javelin 400 
Iron Axe 210 


[f EARTH SEAL Hand Axe 
j Iron Bow 


-Range | 
KEARN 5 | Heavy Spear 1,200 
| || The Sage at the bottom of the | |Horseslayer — 1,040 

| | screen knows Bolting, ahigh-inten- Hammer 800 

| sity spell with very long range, Send | Грат 810 


a Peg Knight or Druid to take out the 
pesky magic user. Ocean Seal 50,000 


1 
| 
Dart can speak to Geitz and have. | 
him join the team, but the man саг- 
ries a Killer Axe and will cut down 
anyone who approaches. Bring 
Dart as close as you can without | 
] 


getting in Geitz's range, then send 
ahigh Defense unit to lure him out. 


Youre that guy 
| worked for Belper.Gertz! ~ 
HR F] 
Once Geitz attacks the other unit, 


i» have Dart smooth things over. 


Corsair 
Wyvern Rider 
Mercenary 


The last thing you want 

d to dois mess witha 

10 Silver Blade, so get Linus 
toequiptheHandAxeby | 


10 Wyvern Rider 10 т me) attackingwithalong- _ | 
12 Wyvern Rider 10 ^ distance unit. Once Linus | 


counterattacks, sendin 
a lance user or swords- 


Wyvern Rider 
E |WyvernRider 
18 BE | Wyvern Rider 


| The Lords must survive for 11 turns. 


LOUISE 
^ Level 4 Sniper 8 


1,200 


Heal Staff 


600 


400 


Mend Staff 


1,000 


i 1000 


Elfire Magic 


1,200 


TURNS PLACE CLASS TOTAL LEVEL 300 


Shine Magic 


900 


[728 | B [Wrenner] 8 | | i 1400 


Flux Magic 


900 


| RECOMMENDED MEMBERS 


The bulk of your enemies are Wyvern Riders, so send out Archers 
by the boatload. Axemen and horsemen will also come in handy. 
Wyvern Riders aren't particularly vulnerable to magic, but a magic 
user's long-range abilities will make the fight easier. 


Brigands 
4 few Brigands are hanging out on the mountaintops. Don't try to 
cake them out while they're in such a position—wait for them to 
move to the plains and expose themselves. 

Mountains provide good defense, which 
is bad for you, Check the Brigands’ move- 


ment range by placing the cursor on top 
of them and pressing the A Button. 


Knight Crest 


The Cavalier at the bottom of the 
en has a Knight Crest. Use a 
Thief to steal it before you send 
him to meet his maker. 


Ei Knight crest 
usb 
For knights and cavaliers 


Hammerne Staff 


You can receive a Hammerne 
Staff from the southwest village, 
but it's hard to reach. Send a Pal- 
sdin with high Defense and 
Movement ratings—they're per- 
fect for long-distance solo mis- 


sions. 


Luna Magic 


The Shaman in the northwest corner has a Luna Magic book, but if 
ou try to get it you'll enter the range of Vaida. You'll have to lure the 
Shaman out of position to take his prize. 


Set a unit with high Defense, then place him or her one space south and one 

soace west of the left-hand fortress. When the Shaman moves, go one space 

vorth and take him out. To be sure that Vaida stays put, have Ninian dance to give 
our unit an extra move, then rescue her and get the attacking unit out of there. 


Wyverns 


Archers and Fighters are the order of the day when Wyvern Riders 
come swooping from the north, Station your units against the 


mountains so the Wyverns can't reach them in a single turn, then 


attack once they've moved. 


Wyvern Riders attack with lances, 
which makes axe attacks a natural. 
Bowmen will get a big bonus each time 
they hit a Wyvern—use them often, 


Go Shopping 


Once you've cleared out all the reinforcements and have a little time 
to spare, 


end a couple of units to the stores at the northeast corner 
of the map. Try to strike for the stores by turn 9, or you may not 
reach them in time. 


The stores have a wide variety of really 
useful stuff—a nice change from the 
Vulnerary and Iron Sword operations: 


Mr 
[| Tals бе Ys. Mo 
E that you've been seeing. 


Don't fight Магда. Why not? 
Number one, she'll join your party 


inalater chapter. And number 
two, she's strong enough to work 
your entire team. Just let her sit 
and stew in the mountains. 


els of seven unit types. If your Troubadour, Mage, Cleric 
ind Monk levels are higher than your Fighter, Mercenary | 
| and Myrmidon levels, you'll fight in this chapter. 


E BERSERKER 


| It’s Snow Joke 

| When snow begins to fall, your units" 

| Movement ratings will fall. Once the white 
| stuff lets up, you can move normally. Snow 
| affects you only while you're outside. 


| 
| 


_ 


AURA MAGIC 
TALISMAN 


ET 


Kenneth is a high-level 
boss with a devastating 
magic attack. Send ina 
melee unit with high. 
Defense (such as a 
General or Paladin) to. 
finish off the boastful 
Bishop—use your 
strongest weapon. 


Па O fp 2-2 C 15 
ш 28 th $$ (2$ 


Enemy Reinforcements 


TURNS PLACE CLASS 


3,4 Wyvern Rider 
Mage 


TOTAL LEVEL 


[ 

| Weather the Storm 

bly long range. Send your own magic users 
across the bottom of the screen (bring a Door 
Key so you can get into the castle) while Hector, 
Hawkeye and a strong defensive unit who has 
rescued the Thief move north between the 
walls and take out the Wyvern Riders. There 
isn't much you can do about the magic until you 


get in range, but luckily they miss Dm 


| Take Your Pick 


Most of the enemy magic users have an incredi- |} 


[8] [nma] 
аза] 


5 


| 


| 7 EP [Shaman 1 
mm или | || и 
| 7 Shaman (zl 12 
| 7 2 
9 
9 


[zi 


*Harken 
** Karel 


Bishops, Druids or Sages 
before the end of the 
ninth turn, Harken will — | 
appear. If youdefeat one | 
or more, Karel will show 
up. Speak to either one 
with Eliwood to get the 
character on your side. 


HARKEN* 
Level 8 Hero 


Level 8 Swordmaster 


Nomad 
E [NmdTrooper | 2 5 
Falcoknght | 2 5 
8,5 | Bl [WyvernLlord | 2 8 
8,15 WyvernRider[ 4 | 12 | 
10 Hero*/S'master™| 1 | 8 Mog EM UT 
14 Oy [Cavalier EAER ; : 
- M 
mo H jaa | 1 | 5 j s itl you opena dior Шен 
H look at the “Eiti i t the 
E [-M лије [| ees katie er bee 


straight for the boss, however— 
you'll have to open doors if you want 


If your Fighter, Mercenary and Myr- % 

midon levels are higher than your Troubadour. 1 
Mage, Cleric and Monk levels, you'll fight in this Pale | 
Flower of Darkness chapter. The versions are of equal diffi- 
culty levels, so don't bother trying for one or the othei 


[assasin — ] 


| 


TROUBADOUR ii 3 


Karel in your party. 


LIGHT BRAND 


п cur» ex €» 


HERO CREST Д DOOR KEY SHORT SPEAR b 


gi DOOR KEY ) 


Jermeis the master of the one-hit 
kill, so don't get up close and personal. 
Strike him from a distance with your 
strongest weapons. | 


BOLTING MAGIC 


Most enemy reinforcements come 
from points A, B and F on the eastern 
side of the map. Place a unit with 
good Defense in the lead and back 
him or her with magic users to mow 
down the oncoming soldiers. 


| Either Ог 


If you have opened four ог more 
doors by the end of the ninth turn, 
Karel will appear. If you've opened 
three or fewer, it is Harken who will 
pay you a visit. Have Eliwood speak 


Though you must protect Zephiel for Я 
15 turns, he does а good job of protecting him- 
| self. Your main concerns are Nino and Jaffar. You'll have to 
deploy lots of speedy units to reach the two turncoats—get 
| on your horse and ride! 


[West Hallway | 


[East Hallway| 


RESCUE STAFF 
DELPHI SHIELD 


| Save Nino | 


BOOTS 


BRAVE LANCE 


[ Thieves 


ELYSIAN WHIP 


EX | Shaman W | Mercenary 

Е [Маде 1 3 | 6 Hero [eet 
3 Thief Tall eat 8 | I |General Е 
3 Bl |Fighter 1 13 8 Knight Пт аЗ 
5 H [Mage | 1 13 9,12-14 Маде LESTIE 

H | Monk 1 13 9,12-14 Shaman | 4 | 8 

5 [Shaman 1 13 
5 I] |Shaman 1 13 


| m 


RECOMMENDED MEMBERS 


lit halls and toward your goal. 


<. 


West Hallway 


Send the bulk of your forces around the western side of the castle. 
The speedy units, especially, will want to use the path—if you daw- 
dle, Jaffar may Бе cut down. Lead with a General or Shaman, then 
have your Paladin break through and rescue Jaffar. 

Most of the enemies are familiar, but 
watch out for a pair of Heroes. They 
have high stats and can surprise you in 


the dark. Bring along magic users to turn 
the Hero into а zero, 


Moves. 6. 
Donee. 
di 9 

Ш 
Din 
tond 


East Hallway 


There aren't many units on the eastern side of the castle, so you'll be 
fine with a Cavalier, a magic user and one high-level unit. Also send 
either Eliwood or Lyn along the eastern side so one of them can talk 
to Nino. 


There aren't any Archers on the eastern 
side of the castle, so feel free to send 
Peg Knights or Falcoknights. If you do, 
have them pick up Lyn or Eliwood so you 
can reach Nino quickly. 


Save Nino 


The only threat to Nino is a low-level magic user—by the time you 
reach her, Nino probably will have dispatched him by her lonesome. 
Once you speak to Nino, you'll have to match her up with Jaffar so 
you can access a side quest. 


=. E 


Tek Fane tit a | 
tried to steal then away. 


f you send Nino to Jaffar, make sure that she is well-quarded. If you've already 
-escued Jaffar, don’t bother moving Nino—just bring the swordsman to her. 


You have two nonhuman enemies in the chapter—time and dark- 
ness. Bring a Thief armed with Torches to shed light on the world 
and open chests while your fastest units speed through the dimly 


PALADIN 


SHAMAN 


Thieves 


Enemy Thieves will likely pilfer the treasure while you're busy. If 
they do (and there's almost no way to prevent it), block them in by 
standing in the doorway or surrounding them on all exposed sides. 


abun 
оі, 
2 перы «held 


Pilfered items appear in а green font when you check out an enemy Thief's 
inventory. The last item in line will be returned to you when you eliminate the 
Thief—if he has more than one item, you must steal the other ones first. 


Jaffar 


Don't worry about hooking up Jaffar and Nino right away. The bat- 
tle won't end until all 15 turns are up, which gives you plenty of time 
to arrange a meeting. Jaffar doesn't talk much anyway, so it's bound 
to bea short conversation. 

Send most of your forces south to take 
on Ursula, but leave Nino, Jaffar, his res- 
cuing unit and a magic user behind. Use a. 


Torch if you're worried about baddies in 
the gloaming. 


Ursula has a very high Resistance 
rating, and she knows that darn 


Bolting spell. Send in a high- 
Resistance unit of your own and 
take her down with a Silver or 
Killer type Uu She'll proba- 


bly take more than one hit, so 
have а couple of troops ready. 


Your battle against Sonia—one of the У 
most evil people ever to see the light of day— 
akes place in a waterlogged fortress. Bridges rise and fall 
| depending on what turn it is—use the chart below to plan | 


| ahead so you aren't trapped on an island. 


| Get Nino to join your party, then have her speak to Jaffar in Chapter 26. | 


| Seize the throne. 


[ Bridges | 


Bridge Appearance 
by Turn 


© |3,4 
© [5-1 Enemy Reinforcements 
(9 [5-1123andlater TURNS PLACE CLASS TOTAL LEVEL URNS PLACE CLASS TOTAL LEVEL 
© fen | 15 [Pegknight | 1_| 
© [8-11 23andlater | E] Cavalier | 13 
© |8-14 Pirate 
8-14, 23 and later 
€) [10-1123 andlater 
| @ [12-1923 and later 
13 and later 
31and later 


RECOMMENDED MEMBERS 


many of them can walk on water—a nice double threat. 


mA а — 


The Falcoknight is great, but only if shes at a very high level. A 
low-level Falcoknight or, worse, Peg Knight will be slaughtered. 
Berserkers and Pirates are useful against the Wyvern Riders, and 


Е] SNIPER 
А] BERSERKER 


Bridges 

The bridges rise and fall quickly. Your first task will be to get every- 
оле over Bridge A before it sinks. Once they're across, split your 
garty in two, sending some of them north and having a few wait for 
Bridges 6 and 7 to appear. Keep an Archer in each group. 

If aunit gets stranded, you'll have to res- 
cue it with a flying unit. You can also 


bring out a water-walking character to 
save the day. 


The Mage 


The Mage on the island south of your starting position knows long- 
range magic spells. Send a Falcoknight over to take him out, but 
beware his friend. If you attack with a Javelin, you can counterstrike 
on every turn. 


If you haven't used your Falcoknight 
much, she may take a lot of damage. 
Give Priscilla a Physic Staff and heal the 
Falcoknight from а distance—keep 
Ninian close to Priscilla so she can heal 
twice in one turn, if need be. 


Angelic Robe 


The Bishop on the middle island has an Angelic Robe, but you'll 
have a tough time stealing it. Get a Falcoknight close enough that 
the Bishop uses his Berserk Staff on her. Once the staff is used up, 
move in with a Thief and take the robe, then blast the Bishop. 


Units with high Resistance can avoid the 

Berserk Staff's effects. The staff has 

only three charges, so waitingit out 

won't take very long. If a unit goes 

DS cure him or her with a Restore 
taff. 


5 (Divine mm 
f Berserk 
EUN 


Chests 


There are three treasure chests in the northeast corner, but they're 
difficult to reach. You have a couple of options. First, you can send 
a flying unit into the area and drop off a rescued Thief, Second, you 
can wait for a bridge to appear. 


A Sniper stationed near the chests will 
tear ya Falcoknight to ribbons. If you 
got the Delphi Shield in the previous 
chapter, it will provide a good deal of pro- 
tection from the arrows. If you don't 
have it, you shouldn't risk the unit. 


vela 
мет омо 


lp shield 


The bridge won't appear until turn 30, 
whichis along time to wait. If you defeat 
Sonia it won't appear at all. You can also. 
send one of your water-walking axemen 
across the top of the screen to eliminate: 
the group in the corner—which includes 
а Shaman and a Monk. 


Sonia has only five Bolting spells at 
her disposal (although that's five. 
too many), so you may want to 
wait her out. Send a Falcoknight or 
magic user to the edge of Sonia's 
range, and place a Troubadour next. 
to the unit (out of tenne), As Sonia 
blasts the character, keep healing 
her until all five spells are gone. 


Once Sonia has used her Bolting 
spells, томе in for the victory with 
a Falcoknight or Shaman. (Give the 
attacker a drink of Pure Water first 
toraise his or her Resistance.) It's 
рааш to charge in with a! par 
level Falcoknight and end the bat- 
tle while Sonia still has Bolting— 
but it's tricky. 


are few. But with bold moves and careful planning, it can 
turn into an experience-point wonderland. Be sure to take 


the bridges one at a time so you aren't swarmed! 


IRON RUNE 
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Warp Staff 


ARMORY 


Enemy Reinforcements | 
TURNS PLACE CLASS TOTAL LEVEL Iron Sword 460 | [Door Key 50 
T Myrmidon 8 4 Silver Sword _ 1,500 | Heal Staff 600 
* EH [Hero 4 8 Iron Lance 360 | |Fire Magic 560; 
5 x Knight 8 14 Silver Lance — 1200 umm Magic 700; 
á CUR B] | General 4 8 Iron Axe 270 | |Elfire Magic _ 1200; 
bid Nomad 4 A] [Silver Axe 1,000 | [Lightning Magic 630. 
К are Paladin 4 8 Iron Bow 540| Shine Magic — 900] 
Maes Cavalier 4 14 Silver Bow 1,600 | |Flux Magic 900 | 
ERES Wyvern Lord = 1 9 
aan | Wyvern Rider 1 4 
| HERE Wyvern Rider 1 14 * Appears when you cross Bridge (3) —once per turn for four turns 
| гта Wyvern Rider 1 Та z4 per ma you cross moen per DE i ion P 
j pr " oem ears when you cross Bridge (1) —once per turn for four turns 
ЕЕ BS Wyvern Rider | Га ы, fen when vi cross the dodod black ine 
Wyvern Rider 1 Ш _| ***** Appears one turn after Vaida appears—once per turn for three turns 


Tent 2 11а 
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10 or higher— hey, it's dangerous out there. 


Match the enemy's steel by bringing every high-level spellcaster in 
your party and any units with high Defense. Cog of Destiny is a 
great chapter in which to level up, but only for characters at level 


Warp Staff 


The villager who lives on the southwest corner of the map will give 
you a Warp Staff, bur you have to reach him first. The easiest way to 
get there is by sending a flying unit over the mountains —doing so 
won't count as crossing a bridge. 

Watch out for the Ballistae! If you have 
the Delphi Shield, you'll be worry-free. If 
you don't, you may want to send ground 


units to take out the pesky arrow 
launchers. 


Vaida 


As soon as you pass the dotted black line shown on the map on page 
76, Vaida will appear in the southeast corner with two Wyvern Rider 
escorts. Have Eliwood speak to her and convince her to join the 
zeam, then dispatch the other Wyverns with axes or arrows. 


If Merlinus hasn't leveled up by this time, 
Vaida will make a beeline for his tent. The 
| plus side is that you know where she's 

going. The negativeis, of course, that 
she's going to destroy your helpless 
merchant. 


Guiding Ring 


One of the Snipers on the western side of the temple has a Guiding 
Ring in his possession. He also has a Silver Bow, which can deci- 
mate your Thief. If you boost the ring, make sure that your Thief is 
zescued or the Sniper is put down. 

If you've been collecting everything to 
this point, you may have more Guiding 
Rings than you need. Take the one here 


anyway-it fetches a pretty penny at 
the store. 


THIEF 


GENERAL 


| 
| 
It you defeated Linusin Chapter | 
23, Lloyd will be waiting for you. — | 
He carries the Light Brand—a 
sword that deals magic damage— Й 
andhas a very high Resistance 
stat. Take him down with high- | 
Resistance units or high-level 
magic users, Canas, Erk and Pent 
can wear him downin a few turns. 


if you defeated Lloyd in Chapter 
23, Linus is your man at the end of 
the renter His Resistance statis 
lower than Lloyd's, so you're bet- 
ter off attacking from а distance 
with Sages. Use the Elfire 
Magic—it's the most potent 
Anima spell around. 


Heaven Seal 


When the chapter is over, Eliwood will get a Heaven Seal. It is used 
automatically, so if you aren't yet at level 20, take out as many bad- 
dies as possible before striking the boss. 


Eliwood will receive increased ratings as 
well as the ability to use a lance. If you 
haven't used the other Heaven Seals on 
Hector and Lyn, go ahead and do so. For 
maximum effect, wait until the units are 
at Level 20. 


Warping 


use a Longbow will be welcome. 


High-level magic users that can wield both staff and spell will be 
invaluable here—give one of them a Physic Staff and let the unit 
go to town. The boss is a very tough cookie, so any unit that can 


DRUID 


PALADIN 


TROUBADOUR NOMAD 


= 


Fire Traps 


Watch the floor carefully. Red spaces erupt in flame at the end of 
each turn, damaging any unit that happens to be in the way. If you 
want to avoid the problem entirely, dispatch a lot of flying units. 
The flames do about 10 HP worth of damage each time.) 


Jy TheBlack Fang has a lot of poorly 

4 trained troops. They will often stand on 
the red squares until flames are coming 
out their ears, Eventually they'll move, 
but their stupidity is good for a small HP 
advantage and a chuckle, 


Eliwood 


Two units start on the west side of the map, and two on the east 
which leaves Eliwood alone in the middle. Give him a Silver Sword 
and a Steel Spear before the fight begins. By doing so, he'll be ready 
for anyone that comes his way. 

Eliwood will get three items as he moves. 
through the maze—two Elixirs and a 
Rapier. If you want all of the items, make 


sure that you leave room in Eliwood's 
inventory. 


ig 
Tron lance 


| West Side 


L^ The west side of the map contains magic users. If you send a couple 
of high-level magic users of your own along the west side, you'll 
have no trouble clearing a path. 


Once your high-level magic users reach a certain level (say, 10 or so), they по 
onger have to worry about the magic triangle. Your mighty Druid can wipe the 
Soor with a wee-lass Monk, even though Light Magic has advantage over Dark. 


East Side 


The eastern side of the map is chock-full of Archers, with the occa- 
sional Knight thrown in for good measure. If you send the Paladin 
this way, he should be able to mow down the arrow-shooting fiends. 


5 


The Knights don't like to move, so take 
them out from а distance. A magic user 
Ма or Nomad works well. 


Warping 


To avoid a fight with Georg, break the walls at the top of the screen, 
then lure the boss to Eliwood. Once he moves, send Priscilla one 
square left of the goal and use the Warp Staff on Eliwood. 


ЛАА ЊЕ ORCI 


Eliwood has to survive Georg's first attack only, then you can warp him and have. 
him step on the center pats to end the battle. The downside is that you won't 
get EP or the Tomahawk that you would otherwise get from defeating Georg. 


Georg has a very high Critical rat- 
ing, and ће difficult to damage. If 
n fight him, use Eliwood's 

lapier and make sure that the 
prince has the Iron Rune equipped. 
Don't attack Georg—wait for him. 
to attack you, then damage him. 
on the counterattack. Heal with a. 
Physic Staff each turn. 


the castle halls, so big bruising units are the order of the day: 
Keep your flying units grounded for this one. 


SECRET SHOP 


Orion's Bolt 10,000 
Guiding Ring ^ 10,000 


WHITE GEM 
| DRAGONSHIELD 


TURNS PLACE CLASS TOTAL LEVEL 
3,5 Cavalier 4 15 — 
3-5 E [Thief 3 15 Secret Shop | 
5 Sniper 2 8 F cenas = 
6 Го [Knight 2 15 _Druids 
6,7 Myrmidon | 4 | 15 
Druid 1 15 
Е |Myrmidon 4 
E Cavalier 


RECOMMENDED MEMBERS 
There's no better way to dispatch Archers than with brutal, close 
combat. Since they cant fight units standing next to them, 
swords, axes and lances all have the advantage. Bring along a cou- 
ple of people who can use Restore Staffs. 


do TROUBADOUR 


PALADIN 


Stragglers 


Most of the party starts out in the northern part of the map, but 
four units begin in a torally different place. Make sure that one large 
unit (preferably a General) is with the four, then have him or her 
block the doorway to ensure the safety of the others. 


The enemy won't unlock the southern 
door for some time, so you'll just have to 
hold them at the northern stairs. If you 
have a high-level General like Wallace ог 
Oswin, arrows will usually bounce right 
off them. 


Poison 


| Many enemies use poisoned weapons. If you are poisoned, you'll 

| havea few options. You can wait for the poison to go away (usually 

| four or five turns), you can cure it with a staff ог Antitoxin, or you 
can spend a turn on the throne. No, the ROYAL throne. 


The Restore Staff has only 10 charges, 
andit's useful for tasks other than curing 
poison—such as removing Sleep and 
Silence spells. If you think a unit can wait 
it out, it’s often better to let the poison 
runits course and heal when necessary. 


$B зно 
7 Weal 
Stine 


Pee | 10/10 


Druids 


The enemy Druid to the south knows Sleep, and the one to the east 
knows Silence. Send a magic user to deal with the sleeper, and a Pal- 
in to deal with the silencer. 


The screen shot on the left shows the range of the Silence spell, and the right- 
sand shot shows the Sleep spell's. 


Body Ring 
Thieves appear at the bottom of the map during turns 3, 4 and 5— 


which makes it tough to grab the Body Ring. If the ring is taken 
before you can get to it, don't worry. You can always steal it back. 


If a Thief gets the Body Ring, the easiest way to reclaim it is to block the exit 
and take him out. If he gets through the trap, you'll have to track him down and 
eliminate him—long-range attacks are fine. 


Secret Shop 


To reach the secret shop, you must get outside— but theres a lot of 
pillars and other gothic architecture in the way. You'll have to use 
the Warp Staff to send one of your characters on a little shopping 
trip. 


Wait until the battle is almost over to 
use the shop, because the unit that you l 
warp willbe stuck outside until the l 
chapter ends. Also, make sure the shop- 
per has the Member Card! Nothing is 

more frustrating than having to use the 

Warp Staff twice. 


Denningis a powerful unit with 

one glaring weakness—he has 

only bows in his inventory. For a 
quick victory, send a melee unit to 
attack him from close range. If 

you want to gain experience by 
attacking the reinforcements, 
surround Denning on all four sides, 
then let him sit and stew. | 


ARMORY 2 


Slim Lance 450 


Iron Sword 


Iron Lance 360 


Steel Sword 


[Steel Lance 480 


Silver Sword _ 1,500 


[Silver Lance _ 1,200] [Кі [Killer Bow 


Killing Edge 1300 


KillerLance — 1200| [Swordreaver _ 2,100] [Short Bow 1760 


Fire Magic 560 


Lancereaver — 1,800 


Ахегеамег 1,950 | |Напа Axe 300| |Longbow 2,000 
Javelin 400 


Vulnerary (3) ___300 


Thunder Magic _ 700 


Elixir (3) 3,000 


Elfire Magic — 1200 
Lightning Magic 630 
Shine Magic 900 


Pure Water (3) — 900 
Door Key 50 
Heal Staff 600 


Divine Magic — 2,500 


Mend Staff 1,000 


Flux Magic 900 


Recover Staff 2,250 
Restore Staff 2,000 


clear out room in Merlinus5 inventory. 


There's an arena in the chapter, so deploy any units that need an 
extra boost. Fast-moving units will serve you well—stock every- 
one up with unwanted items so they can sell them at the store and 


WYVERN RIDER 


| 
Б] PALADIN | 


Offense 


Theres no more time to worry about iron or steel—the upcoming 

attles demand a higher quality of weapon. Purchase only Killer or 
Silver weapons from the merchants. In fact, if you have any Iron 
weapons in your inventory, you should sell them off. 


Killer weapons have only 20 uses, so 
p need to purchase a bunch of them. 

ilver weapons are a good option, 
although they have the same usage limi- 
tations. 


Killer ance 


| Axereaver 


Swordmasters and Berserkers will ben- 
efit greatly from Killer weapons. They 
make their already high Critical rates go 
through the roof, 


Iron sword 46/46 


Defense 


the weapons in the world are useless if your unit keels over mid- 

le. Pick up some healing items while you're in town and distrib- 

see them to your team. Try to exchange Vulneraries for Elixirs when 
su have the chance. 


——— The Heal Staff recovers HP, but look 
What cán ове ог i? into a few Mend Staffs. They bestow 
more HP on a unit, and grant the wield- 
er a larger EP bonus. Grab at least two. 
CIEN Restore Staffs, and more if you can 
Restores HP tn alles in n spare the money. 
adacent spaces. Е 

600 
1000 


Elixirs are expensive, so you'll need to. 
shop wisely. Give the Elixirs to elite, 
fast-moving troops that tend to sepa- 
rate from the rest of the group during 
battle. Also give а set of ae toeach 
of the Lords. 


Arena 


Since the m 
of your time. Decide in advance which units would benefit from 
additional EP, then deploy them close to the arena while уоште set- 
ting up the chapter. 


ion ends after five turns, you'll have to make the most 


Get multiple people in the arena during a single turn by rescuing units as they 
emerge. Once you do, you'll clear the way for another unit to enter—although 
HE rescued unit will have to sit out a turn. Nils will also be helpful for clearing 
the way. 


E Саре 30) A “The Victory ог Death battlefield is 7 


you. If you've been leveling up your characters and using a 
J good mix of classes, you'll have little trouble winning the 
day. 


er ‘Death 


Swordsman 


Split Up | 


ДГ LITT MENSES SECRET SHOP 


|_в055 ) | 
Buc 


| Experience 


ко Druid 
| 


Enemy Reinforcements 
TURNS PLACE CLASS TOTAL LEVEL 
6,7 Brigand 2 16 
8,9 EP [Falcoknight | 4 10 Earth Seal _ 20,000 
9,10 Bl |Brigand | 2 16 25-35 | Bl |МтаТоорег | 44 8 Fell Contract 50,000 
9,10 | Bl |Nmdiroope | 4 8 25-35 | MM [Cavalier 44 | 16 Ocean Seal 50,0007 
1,12 | B [WyvenRider| 2 16 25-35 | WyvernRider| 44 | 16 [Physic Staff — 3,7507 
WyvernLord | 2 | 8 * | M [Paladin m Unlock Staff — 15007 
WyvernRider[ 2 | 16 E E [Cavalier 2 | 6 | BarrierStaff 2.2501 
Eb [Cavalier | 4 16 pu | Warrior 1 8 -—————  ——— 
[Paladin =e 8 ** | BE [Brigand 2 16 
Cavalier 2 NER Nmd Trooper 2 8 x ? 
General 2 iria General 1 8 Meca OR 
Knight 8 quet Knight 4 16 ***When you cross line © 
Falcoknight 22 10 ****When you cross line @ 


RECOMMENDED MEMBERS 


You'll face a hodgepodge of enemies during the chapter, so there's 
no one type of unit that's perfect—other than the Druid. Bring 
your strongest units, or those who need a little bit of experience 
to put them over the top. 


Split Up 

The best way to approach the map is to split your party into three 
teams. Have one team go up the middle while the others strike left 
and right. That way you'll be able to deal with all the enemies who 
pop up— including those who like to menace you from afar. 

The right-hand route is filled with moun- 
tains and takes longer to navigate than 
the left or center. Dispatch units with 
high Movement rates. There are 


Ballistae in the area, so watch out if you 
bring flying units. 


Renault 


Renault is a Bishop who sought peace and quiet on the Dread Isle. 
Send a unit (it doesn’t matter what kind) to the ruins in the north- 
west corner and have them chat up the Bishop—who will agree to 
oin the fun. 

Renault will run away at the end of the. 
eleventh turn, so you'll need to get to 
the ruins quickly. Apparently he realizes. 


that a place called the Dread Isle is a bad 
choice for a relaxing vacation. 


It seons 1 cannot escape 
m past after al. y 


Swordsman 


The enemy Swordmaster near the center of the map has a very high 
Critical rate. Either dispatch a unit with high Defense to fight him, 
or attempt to take him out from a distance. Try to re-form the three 
sections of your party before challenging him. 


Ё a Sniper is in the center group, he or she can use the Ballista to attack the 
Swordmaster. Wallace, Oswin and Eliwood can also deal with the pesky poker. 


DRUID 


SNIPER 


Druid 


An enemy Druid in the southwest corner knows Eclipse. The spell 
has a low Hit rate, but it takes a ton of HP off any character it 
strikes. Send in Falcoknights or a speedy magic user to take out the 
evil sorcerer. 


The Eclipse spell has a very long range, 
so the right-hand units must be especial- 
ly careful. If you want, you can take out 
the Druid using a Ballista—but it will 
take a couple of turns to reach it. 


Experience 


Lots of enemy reinforcements will stream in as the battle rages. 
Most of them aren't notably difficult, so take the chance to have 
your weaker units gain some experience points. Once you defeat the 
boss, however, the reinforcements will stop. 


The Falcoknights that emerge from the 
northwest corner are the weakest of 

all. Have a low-ranking unit take them 
out, but back him or her with a high- 
Defense unit that can perform a rescue if 
things get hairy. 


Sage 

20 

68 

Fimbulvetr Magic 


E 
| 
| 


Limstella has high Defense and 


Resistance stats, but she'll fold 
like a card table against a Druid 
armed with Luna. Wait until 
there's а clear path to the boss, 
then movein for the fatal blow, 


I ss 


Final Спарте i tage pits you agai 
some old friends. Distribute the weapons 


T that Athos gives you in the beginning of the chapter, then У 

МР, ага PRA Слар charge into battle. Magic will help, as will patience. Once all || 

Defeat the Dark Druid, Nergal (Ist stage). | seven minibosses fall, heal and trade items so you're ready | 
Defeat the Fire Dragon (2nd stage). to take on Nergal. 


Enemy Reinforcements 


PLACE CLASS TOTAL LEVEL 
Dark Druid* 


*Appears when you defeat all enemies 
** Appears the turn after you defeat all enemies. 


REGAL BLADE 


Lloyd and Linus 


GESPENST MAGIC 
REX HASTA 


RECOMMENDED MEMBERS 


Athos gives you weapons in the cinema scene, but he still has 
them in the Preparations screen. Give the Sol Каш to Lyn and the 
Armads to Hector. Leave a space in everyone's inventory so you 
can get the great gear that defeated enemies drop. 


PALADIN 


SNIPER 


Uhai In Range 


Get out of Uhai’s attack range to draw him out, then attack with There are magic users on either side of the room. Don't worry about 
melee units so he can't strike back. (Kenneth won't come out until attacking them—just stay out of range. None of the units move 
ou defeat Uhai.) (including the Fire Dragon) so make sure that you end each turn out 


of range. Keep four squares away from the dragon. 


Brendan and Darin 


ndan and Darin have no long-range attacks. Take out Brendan 
rst with magic, then use Hector and Hawkeye to eliminate Darin. 
Keep your units out of Darin’s range until Brendan falls. 

: 

| 


Ursula and Јегте 

Use Gespenst against Ursula and Killer weapons against Jerme. 
They will emerge at the same time as the brothers, so get ready to 
t your forces. 


Loyd and Linus are tough. Take out Lloyd first with magic, then 
work on Linus. If you have any charges left in the Sleep Staff, use it 
on Linus—it makes the battle much easier. 


Kenneth 


Kenneth will usually come after your troops once Uhai is defeated. 
| Defeat Kenneth with Athos and any other units that have high 
Resistance. 


Lloyd and Linus 


20 
120 
Flametongue 


Get close to Nergal, then move 

Athos in and have him cast Luna. 

When Nergal counterattacks, d М 3 

heal Athos with a Physic Staff, ғ 

thenattack again оп the next Eliwood's new sword, Durandal, was designed to slay dragons, andit’s 

turn. Keep everyone else back almost the only effective attack tool. Get Eliwood in front of the dragon, 

unless Nergal 5 very weak. ‘then give Physic Staffs to two units who are out of the enemy's range. 
When Eliwood attacks and the dragon counters, heal Eliwood twice to. 
350 all his HP. After your first attack, have. Eliwood: counterattack only, 

ch turn. If he is at. jast lev level 8 or 9, r Syon shoud wi 


In addition to opening Нестог5 
story, you will unlock Hard 
тподе extremely difficult ver- 
sions of Lyn's and Eliwood's sto- 
ries. You can also unlock the Hard 
mode for Hector's story, but you 
must first clear the story on Nor- 
mal mode. 


The Sound Room contains all the 
sten to a 


music in the game. To 
tune, select a number (names will 
appear at the top of the screen) 
and press the A Button. You must 
complete every mission in the 
game to unlock all 98 songs, 
although you can access the 
Sound Room without a 100% 
completion rate. 


Relive the best oratory of Fire Emblem by selecting Support Conver- 
sation. When you do, you'll see a menu that shows each character's 


Support levels, and be able to watch the Support Conversations, You 
must have used the Support command with a pair of characters to 


view their conversation. 


S са 
G СВА 
Scha 
© "cha 
© сва 
© сва 
D сва 


You were the ore who 
| helped ne on 


The conversation will be exactly as it 


Choose the first character you want 
wasin the game. Neat, huh?! 


to see, then select the supporting 
character from the menu. 


You must have a blank save file to start either Hector's story or a story in Hard mode. The designers weren't kidding around 
when they namedit Hard mode, so only Fire Emblem masters need apply. 


The Fire Emblem Theme is a popular cell phone ring in Japan, and now you can listen to it for yourself and see why! If you want 
to look at the cinema-scene shots without all the menus, press the А Button. 


pa Battle History Ди 


Finally, you can check out your skills as a commander by selecting 
Battle History. It will give you a star ranking of one to five 5 
five categories: Tactics, Survival, Funds, Experience and Combat 
You can view your overall score for any story that you've completed 
including the Hard mode (if applicable). 


Д 
А more can I sau? 


If you've done well, the Lords will hail 
your cunning. If you've done poorly 
woe to you. 


Head for the Battle History menu and 
press the A Button to open up the 
goodies. 


lowly, but don't be lulled into complacency. 
you jumped right into Hector's story after Eliwood's, уоште 

-] probably used to the Lord being an unstoppable Knight- 

slaying machine. Tread carefully until you gain some ЕР. 


Dividing Lines 


Heal It Up 


The only way to heal yourself 
is with Vulneraries. Hector and 
Matthew each start out with 
three, and you can find more by 
slaying enemies in the level— VULNERARY RED GEM 
so don't be stingy with them. 


| 


Split up the experience points as 
best you can. Have Matthew take on 
the Archers while Hector attacks 
everyone else. While Matthew can 
open doors, you can get most every- 
where by breaking walls. Use the Iron 
Sword and Hand Axe for that pur- 
pose so Matthew can keep his 
Lockpicks. 


VULNERARY 


Pillar of Excellence 


Pillars provide an excellent place to 
fight—you receive a Defense bonus 
for standing on them. Try to take the 
space so your enemies don't run 
there instead. 


-Wireis tough, but nothing that Hector's Wolf Beil can't 
| handle. Make sure that your HP is full before taking on the | 


ма ait) 


| you saw in Eliwood's story. Enemy placement and behavior | 
——— = = | are different, however, so approach it like a new battlefield 
Defeat all enemy units. to avoid trouble. 
OSWIN SERRA ELIWOOD MARCUS 
Level 9 Knight Level 1 Cleric Level 1 Lord Level 1 Paladin 
REBECCA BARTRE DORCAS 
evel 1 Archer Level2Fighter _ |& ^] | i 


The Big Boss 


Zagan will start moving south on 
the first turn. Although Hector, 
Matthew and Oswin are close to 
him, let him walk, then have 
Eliwood's troops deal with him. 


(a eee РАМЕ | 
WEAPON 


Zagan has alot of HP, and even Eliwood's Rapier doesn't do 
alot of damage. Try to surround him with troops or have 


jood and Marcus take him on from the fortresses. 


А Ф, New Enemies 

E j b ; You went through the Birds of a 
SECRET BOOK Ay 5 4 z А . Feather chapter with Eliwood, but 

У it's different in Hector's story. A 

few turns in, Peg Knights will 
appear from the eastern side of the 
map. If Rebecca is in the area, she. 
can take them out, but keep other 
low-Defense units—especially 
Serra—out of range. 


Fortified 


Have Eliwood's troops take up posi- 
tions in the fortresses and attack 
approaching enemies. It's a great 
way to take out Zagan, whois pret- 
ty tough for a lower-level boss. 


Armory 


If Matthew got the Red Gemin the 
ARMORY previous chapter, pave him sellit at 
== the Armory and then buy weapons 
Sword for Eliwood and Hector. That way 
they won't use up the Rapier and 
Kon Axe Wolf Beil on low-level enemies, 


E. 
Chapter 13 Peg Knights will cause you trouble 
here, so check their movement rates before 
‘every turn. If you want Guy on your team, you'll have to | 
—— S—— — — —] have Matthew speak to him—so get the Thief south ASAP | 
OBJECTIVE | Seize the castle gate. and protect him from enemy Archers. 


Level 3 Myrmidon 


hwest village to unlock a side quest. 


Talk It Up 


Visit the village in the northwest 
corner of the screen to trigger a 
side quest. Also, clumsy Merlinus 
dropped a Torch on the way out of 
town, so pick it up before you go. 
Watch out for the Peg Knight in 
the south. 


ARMORY 


Peg o' My Heart 
Hector seems to attract Peg 
Knights by the barrelful. Keep 
Rebecca handy to attack the 
flying horses, and have а high- 
Defense unit like Oswin ready 
to rescue her. 


ARMORY 
Iron Sword 460 
Javelin 400 


Напа Axe 300 
Iron Bow 540 


VENDOR 
Vulnerary (3) — 300 Running to Stand 
Heal Staff 600 Still 


2 Matthew will still need to speak to 
Guy if you want him on your team, 


12 љу Mv 4 
. afi 7, but the Myrmidon moves around a 
BOSS: 60128. lot. Try to lure him to your side 


before talking to him-keep 

| E latthew out of range on Guy's 
cass C turn, or the Thief may get cut down 
ол _________ 


nO ИР 


WEAPON Bee TURNS PLACE CLASS TOTES LEVEL 


The Wolf Beilis your weapon of choice against Boies. Brigand 
Dorcas and Bartre can help out by throwing Hand Axes | Soldier 


na distance. Archer 
- | Ред Knight 


TECTA OM LODS 
м “7 e 


: bridges and get ready to hold your ground. You have only 
seven turns, so feel free to ignore the boss if you like. 


j FOr 
W) soss: Puzon 5,000 Gold 
7 Tam aman Who wants money? Everyone, 
CLASS ichs why you neod to send 
someone to the financially gener- 
LEVEL ous villagersin the northeast 
|НР corner ot the пер COWEN Soy 
alot of ground, so he's a доо 
ATEN Steel Sword choice for the mission. 
Puzon has high Speed and Attack stats, but he can't. 


rn a meh Launch arrows and Javelins 
them have Marcus finish off the boss — 


Old Flames 


D "Ааа. 
У Подот A 


Torches will help you see the sur- 
rounding area. А Thief with a Torch 
let you see the most ground, but 
Torch will help no matter what 
unit fires it up. 


TURNS PLACE CLASS TOTAL LEVEL 


If you want to keep Merlinus safe 
and sound, rescue him with Oswin 
or Hector and carry the hapless 
merchant into battle. Doing so will 
drop your Skill and Speed ratings, 
however, so you may want to leave 
the Transporter where he is and 
just dispatch a guard. 


- - Move most of your units to the middle of th 
and let them come to you, then take them out one by 
_ one. Get to Priscilla quickly—Brigands attack her village on 
the ninth turn. 


T PRISCILLA 
Level 3 Troubadour 


Zae => 
Trik 2 
) вов Ene | УЕ) SendHector and Serra 
4 | y y- to ORTUS 
3 f north so the Cleric can 
pace —8 | Speak to Erk. If you are 
LEVEL pe ; delayed end the Mang 


is injured, Hector can 
HP rescue him—even if 


MINES c — —] : | 4 | he's still not amember 
8220120, E Eo 


of the party. 
Erik will move east as soon as you enter his range. Have 
Hector waiting in the woods to hit him, then off the. 
prince with your surrounding units. 


y 


SILVER LANCE 


PRISCILLA 


Fly, My Pretties! 


TURNS PLACE CLASS TOTAL LEVEL Peg Knights emerge from the water- 

~ based fortresses after the fourth. 
turn, and they'll head straight for 
Merlinus (if he's on your team). Have 
an Archer and a Fighter waiting at 
the tent to take out the flyers. 


20 


WI Chapter 15 


PALADIN 
iui 


Open-Door Policies 


On the second turn, a Мегсепагу 
and a Mage will enter the throne 
room through the back door. Have 
Erk and either Oswin or Lowen 
ready to defend the precious chair. 


Fight Back 


Send Marcus to this spot and 
equip a Javelin. When Sealen 
attacks, Marcus will counterat- 
tack and take off a good chunk 
of his health. He can then finish 
him off in the following turn. 


( BOSS ) 


Wait for It 


STEEL BOW 
Have Matthew collect the goodies 

in the chests, but only after you've E 5 

eliminated the two soldiers guard- 

ing the door. If an enemy Thief gets 

то the chests first, use Matthew to 

steal one piece of treasure, then 

eliminate the enemy Thief to claim 

the other. 


SILVER AXE 


Sir Lance-a-lot 
Strong sword-users emerge from 


= the south end of the map. Give 
Enemy Reinforcements Oswin a lance and let him stand 


E TES TOTAL LEVEL MM А oM КО | WEAPON ПЕТЕ ТЕЕ 7 
ig 


If you don't use the Marcus strategy above, try to distract 
Sealen with ahigh-Defenseunitwhileafastcharacter — 
Mercenary s around his rear. 

Cavalier 


TI; 


SUE ETT 


dy of Caelin, where lance and sword users will both serve 
“you well. Ballistae surround the boss's castle, so keep Flo- 
rina far away. 


TES] SAIN 2 ђе KENT 
Level 4 Lord Level 4 Cavalier у ај Level 5 Cavalier 


FLORINA WIL 
Level 3 Peg Knight Level 4 Archer 


мувмоом __ | | ARCHER 


ЗТ Steel Lance, Javelin 


Use Hand Axes, Javelins and magic to wear down Bouker, 
then have Hector finish him off. Rescue Erk if he attacks, - 
"pr Bouker will focus on him. | 


That's a Big Arrow 


The easiest way to take out à 
Ballistais to eliminate all the enemy 
Archers. They are a fair distance 
away, however, so you may have to 
ride out the storm. At least each 
one has only five shots. 


ARMORY 2 


RED GEM HEAVY SPEAR ARMORY 1 


ARMORY 1 ARMORY 2 
A couple of Brigands emerge from TURNS PLACE CLASS TOTAL LEVEL Slim Sword Slim Lance 
the south, threatening both the EX |Brigand Iron Sword 460 Iron Lance 
villages and Merlinus‘ tent. Send E | Mercenary SteelSword 600| [Steel Lance 


a sword user (Guy is a good = n 
choice) to take out the trash. Cavalier 270 | {Javelin 


Bl |Brigand 360| {Iron Bow 
Cavalier 300| |Steel Bow 


puis зида зе А 
ectars Story.) 


P | 
7 Peg Knights—it's full of Archers and Nomad: 


g high Defense and Movement ratings, and Я 
don't forget to take out the enemy Thief before he boosts | 


all the treasure in the joint. 
| RAVEN LUCIUS MERLINUS* 1 


Level 5 Mercenary Level 3 Monk Level 5 Transporter | 


| Seize the throne. 


Save the life of at least one Caelin soldier to trigger a side quest. 


PRISCILLA Ja 
(Talk to Raven) 


DOOR KEY 


lodos If Bernard is wielding the Steel Axe, attack him with a 
HAMMER к р Rapier or Mani Katti. If he has the Javelin, take him out 
rate J5 E ith the Wolf Beil. Don't let lower-level units anywhere 


A New Two in the 
Crew 


In Eliwood's story, Raven stayed in 
one place; in Hector's story, he 
will come to you. Check his possi- 
ble movement each turn to make 
sure that he won't attack one of 
your units and get killed by a coun- 
terattack. Once he's in range, 
have Priscilla speak to him, then 
sendRaven to speak with Lucius 
(in the jail). 


DOOR KEY 


HERO CREST 


UNLOCK STAFF 


Save the Soldiers 


If all three Caelin soldiers survive, 
you'll get a Red Gem. If two sur- 
vive, you'll earn a Light Rune. Andif 
only one makes it, you'll end up 
with a Mine. At least one of the 
green fighters must live through 
the battle to trigger the side quest. 


Back, Fiends! Band on the Run 


The Cavaliers and Nomads that Use your slower units to knock 
appear in the southwest corner will out the first wave of enemies, 
make straight for Merlinus. Set then move the faster units 


Enemy Reinforcements 


TURNS PLACE CLASS 


TOTAL LEVEL 


Oswin down in the hallway to fight toward the middle of the map. 6 Thief 

the rabble, and have another unit You must make haste to reach 8-10 | Cavalier 3 5 

ready to supply backup, if needed. Raven and the escaping soldiers. EET] Nara 3 5—] 
9-12 | m [Shaman 4 E 


fue tne 


Chapter 17 x; 
——— “ as before, except that your Black Fang foe, 
| Damian, is a lot less patient on this go-around. Break out the 
heavy weapons to take him down—but don't attack Fargus's 


] right-hand man, Dart. 


5 Save the life of at least one Caelin Soldier in Chapter 16, then accept the side quest. 


CANAS 
evel 8 Shaman 


CAVALI 


Mend Staff 
Fire Magic 
Thunder Magic 


1,000 
560 
100 


VENDOR 


Arena 


If you want to train your troops, now 
isa great time. Make sure that you 
have some gold available to start the 
process— your first arena visit will 
require around 700 gold, but after 
thatit should be self-financing. 


I Walk the Line 


Once you cross the dotted line 


Ambush 


Damian will approach you immediately, so be ready. Give. 


Marcus a Silver Lance and place him in front of the house. 1 


where you get the Devil Axe, then back him with Erk. 
When the boss strikes, Marcus should be able to. take 


mout. Have Oswin nearby with a Heavy Spearincase — ; 


ex 


12] [? "T 
tendo LET: G 


Un 


The best places to meet enemies are 
the narrow alleys between houses, 
Station units with high Defense at 
the entrances, then back them with 
magic users or Archers and take out 
your foes one by one. 


Enemy Reinforcements 
TURN PLACE CLASS 
Paladin 


NO. 
1 


shown on the above map, Fargus's 
men will swarm your position. The 
fewer enemies you have, obviously, 
the easier the fight will be. Try to 
draw a few of them out before you 
cross the line. 


LEVEL 


n 
[Troubadour 


i 


| m [Nomad 


Bp [Cavalier 


HH 


=] 


Chapter 18 


| units with Oswin or Marcus, then have Archers and | 
| magic users pick them off from a distance. Get the Magic 
| Water from the eastern boat guard before fighting Zoldam. 


_| Survive for 11 turns or eliminate Zoldam. 


ARMORY 
Iron Sword 460| |Vulnerary(3) — 300 
Steel Sword — 600| |Door Key 50 
Steellance ^ 480] [Heal Staff 600 
Javelin 400] |MendStaff _ 1,000 
Steel Axe 360| |Fire Magic 560 
Hand Axe 300| |Thunder Magic 700 
Iron Bow 540| |Lightning Magic 630 
Steel Bow 720| |Flux Magic 900 


Can You Spare A 
Dime? 

Get Steel weapons for the units 
that can use them, but save some 
cash! The secret shop in Chapter 20 
stocks alot of great gear. 


NO. LEVEL 


Myrmidon 
Mercenary 
[4 |Shaman 
Shaman _ | 
Мегсепагу | 
Shaman | 
Myrmidon 
Peg Knight 
Peg Knight 


ARMORY Å VENDOR 


-|>| =] =] ој —| —| —| | 


MM T3 


soss: LAO 


LONGSWORD 


| 
WEAPON 


Zoldam hasn't changed from Eliwood's story—he's still a 
very dangerous man. If you want to fight him, give Pure =! b 5 RED GEM 
Water to a unit with high HP and use your strongest. | + - 
“weapon, (Hector with a Silver Lance is a good ch z i PURE WATER 
"Don't take on the boss until you eliminate all other 


Speedwings 
Zoldam has a pair of Speedwings, but if you want them you'll 
have to take them. Give Matthew a drink of Pure Water, then 
have him run in and steal the gear. If Florina can rescue the Thief 
and get him out of Zoldam's range, so much the better. 


You Pegged It 


A host of Peg Knights will appear from the southern edge of the 
map and harass your units. Archers and axe users will be your 
best defense against the soaring ladies. 


time if you head south right away. Bring along Florina, b 


keep her out of the south where Archers lurk. 


2 ~ m DART 
4 E 222) Level 8 Pirate i 
= Clear the ји tums or fewer: to unlock a side quest. 


NO. LEVEL 


Yakity Yakity 
Florina and Fiora share the same job, 
and they're also old friends. Have 
your current Peg Knight talk to the 
new Peg Knight to receive a new 
party member. If you catch Нога on 
the first turn, she won't advance 
south on her own. 


Peg Knights from across the ocean 
will put a scare into your troops. 
Place an Archer on the shore and 
back her with Dart. That way, any 
Peg Knights that survive the arrows 
will meet their end on the blade. 


ё 
- нб 5 NOSFERATU MAGIC 
9 Г X 


" 


dii à LONGBOW 


| Boss: "ufiat 
cLass Nomad Trooper _________ 


| LEVEL aE 
Torch Staff ORION'S BOLT Ji] Hp. ml 


TORCH STAFF 


An enemy Thief in the southwest KUZUL Killing Edge, Longbow, Short Bow 
corner is holding a Torch Staff. If you Don't let Uhai use his Kili 
б н p ing Edge! Attack him with arrows. 
d bolus did ce or magic until he fires back with a bow, then move in to 
нати Бо tho oli Bal маснав п k 


Cavalier or a Paladin to eliminate the 
purloiner. 


To play the next side quest, you must 
do two very difficult things—defeat Kishuna i 
| one turn in this chapter, and have built up Nils to level 2 i 
Lyn's story. Deploy your strongest units with their best | 
| weapons and hope that you get a little luck on your side. 


4 


p акна [5 PEGKNIGHT — |0 | KNIGHT 


Enemy Reinforcements 


TURNS PLACE CLASS NO. LEVEL 
| 3 | B [Imprisoner(Kishuna] 1 | ! | 
шиаи ITE] 


Axereaver Fever 
The three Peg Knights at the Watch the Ramparts 


north end of the map are holding Enemy Mages will appear at the point 
Axereavers, Wait for them to fly marked D. If you don t station a guard, 
east over the mountains, then they will attack Merlinus and burn 
take them down with Archers ог down his tent. Use a Peg Knight to 
anaxe user. stop the carnage. 


Magic No-Show 


When Kishuna shows up, he will forbid magic 
in the large area shown in red on the map 
above. If you want to trigger the side quest, 
defeat the Imprisoner before the fifteenth 
turn orhe will flee from your mighty forces 


| CLASS 
| LEVEE 


WEAPON vem Thunder Magic Bague тна) 


Aion is a magic-only kind of guy, so he's completely vul- 
nerable while Kishuna is on the battlefield. Surround him 
with a number of long! твоја units and keep firing away— 


Surrey Sageis very difficult tolit ud 


Defeating Kishuna ina turn is no 
easy task. To do it, take out all his 
Morphs with the Wolf Beil and 
Hammer, then surround him on all 
sides. Use melee units with Silver 
and Killer weapons, then have other 
units launch long-range attacks. If 
you want to move in another melee 
unit, have the Peg Knight rescue 
someone to clear a spot. 


hand out Torches and Antitoxins—some of the enemies have 


Jouer Temm — — — 1d 0777 


Raise Nils to level 7 in | уп5 Story and defeat Kushina in turn in Chapter 19x. Ў 


TALISMAN 


DRAGONSHIELD 


Many of the chests are sought by enemy Thieves—bring a couple 

| offast-moving units to cut them off at the pass. You'll want a Thief 

of your own (with Torches) and someone to heal your units. Heavy 
inits (like Knights) and Archers should round out the party. 


First Thief 


The enemy Thief in the hallway to the right of your starting position 
will steal your items. Send a unit that doesn't have anything to lose 
and have him or her fight the foe. Remember, Thieves can't steal 


weapons. 


The Thief will take anything not nailed 
down, but heisn't strong or otherwise 
dangerous, A Cavalier or Paladin can han- 
dle him easily. 


Silence 


There's an enemy Troubadour with a Silence Staff in the southeast 
corner of the map. Send in a unit with no magic skills (Peg Knights 
and Paladins work well) to dispatch the mounted mistress. A single 
blow will usually suffice. 

The Troubadour is hard to spot until 
you're right on top of her. Send two units 


back-to-back—one to find the enemy 
and one to dispatch her. 


Treasure 


An enemy Thief will take the treasure in the southeast chests unless 
you move very quickly. If you get there first, destroy the Thief and 
wait for Matthew to arrive. If the enemy beats you there, slay him 
and take any goods that he stole. 


The enemy Thief will go for the Dragonshield first, If he gets only one item, you 
can take it from his corpse. If he gets two, you'll have to steal one of them back 
before you attack him. 


a 2 


- теостог 5 Story , 


THIEF 


SHAMAN 


Second Thief 


A second Thief will open the closed door in the southern portion of 
the map. Not only will it let his friends attack you, but it will put 
him in prime position to steal your things—and no one wants that 
to happen. Well, except the Thief. 

Give items to Merlinus so you won't 

have to worry about their being stolen. 


It's impossible to boost goods from the 
EX Transporter's tent. 


Third Thief 


A third Thief is waiting behind the northernmost set of doors. 
Though there is a chest near him, you don't have to worry—for 
some reason, the third Thief will never open it. He will, however, 
rush out and steal from you as soon as the door is open, so take саге. 
If you are going to steal anitem back 


froma Thief, you must have a Speed rat- 
ing at least as high as his. 


soss: ТЕОДОР 


Teodor has very long-range magic, 
so beware. Send іп Canas anda 
strong melee unit to take out the 
evil wizard. Luna is quite effec- 
tive, but should be used in con- 
junction with a physical attack. 


‘steals—you'll get them back when he joins the party. The 
places to meet him are near points A and I on the map. 


[o LEGAULT 
Level 12 Thief 


SECRET SHOP 1 SHORT SPEAR 
Killing Edge 1300 
Killer Lance — 1200 


Killer Axe 1,000 


Legault and the 
Member Card 


Legault appears here, then 
heads north and then west 
Have Hector or Lyn talk to 


Killer Bow 1,400 him to get him on the team. 

Elixir 3,000 Bou pt the Md 
al o lere 

ChestKey 1500| дет during tum 2 Trap him and 


steal the card. 


Lockpick 1200 


eur - 
Iron Blade 980 BLUE GEM Р 
SteelBlade _ 1250 
Silver Blade — 1,800 
Physic Staff _ 3,750 
Unlock Staff 1,500 


BARRIER STAFF 


GUIDING RING 
ARMORSLAYER 


CHEST KEY 
DOOR KEY 


BRAVE BOW 


Secret Shop 1 


The secret shop has a 
lotof cool goods, but 
none better than the 
Lockpick. Pick up a pair if 
> you can afford them, ог 

= one if you're low on 
cash. The Physic Staff is 
also a great purchase, 
but you'll need big dol- 
lars for that one. 


TOTAL LEVEL 


E | Fighter 1 $ 

E | Thief 1 4 

Archer 1 7 

1 5,6 Bl | Archer 2 1 

| 5,6 | Fighter ЛЕ, 

Пааа EU 57 Мегсепагу 2 | 6 

j 4 q 2 
аа а 6,8 Ѕһатап 2 7 
meaningless. Send in 5-8 Mage. 4 1 
units with high Defense 

and HPandwallopthe 9T a PegKnight_| 6 |7 

SS INC) STER SION 202224| Е | Mage 3 1 
Ах k li TT 

ува EE W [мәде 3 [7 

2123,25 Knight 6 7 


______________о да 
> 3 = ай Chapter 21 
her long-awaited appearance as a member of the party, but 

— a __ a flock of Peg Knights will try to ruin the fun. If you bring | 
Defeat the enemy Warrior, Ol | Archers and Fighters, you can't go wrong. 
) | NINIAN 

Level 1Dancer 


Poison Ivy 


Some enemies have poison weapons. You can use an 
Antitoxin or aRestore Staff to cure the problem, or 
wait a few turns until the poison runs its course. 


Torches for the 
Thief 


You'll need a Thief to steal some- 
thing precious from the boss, but 
give him a couple of Torches while 
you're at it. It helps to see what 

you're fighting. 


А Steel Bow is bad enough, but you don't want to be on 
SHINE MAGIC ELYSIAN WHIP the business end of a Killer Axe. Lure Oleg out with the 
ду below, then pounce with multiple units, 


RESTORE STAFF ARMORY 1 ARMORY 2 J VENDOR 2 E " " 


Bow Ме Over 


If aunit waits on this spot, Oleg 
will come forward and attack with 
the Steel Bow, which frees up 
melee units to rush in and finish 
him off. Make sure the bait is a unit 
with a high Defense or Avoid stat. 


LIGHT RUNE 


Hero Crest 
Olegis carrying around a Него 


VENDOR 1 ARENA Crest for no particular reason. 
If you eliminate him, you'll never 
'—a Thief must take it 
ARMORY 1 | — vENDORT — | WYRMSLAYER е Olegis still breathing 
firon Sword 460| |Heal Staff 600 
гоп Lance 360| |MendStaff ^ 1000| ANTITOXIN 
Javelin 400| [Fire Magic 560 
ron Axe 270| [Thunder Magic — 700 -i 
Hand Axe 300) [Lightning Magic 630 E |Brigand 
топ Bow 540| [Flux Magic 900 EE |Monk [] 
a Fly by Knight |. &8 | M |WyvernRder| a 5 
ARMORY 2 nA Peg Knights wil pour i from the 7,8 PegKngnt | 2 | 6 
Steel Sword 600| |Vulnerary(3) ___300 ROI of the inept 7,8 Bl] [Peg Knight TWE 
Steel Lance 480| |Door Key 50 es marn Balfstae and shoot 7,10 -H Knight [4 | 7j 
Steel Axe 360 [Pure Water (3) _ 900 е 325 1,12 PegKnight_ | 2 | 6 
Steel Bow 720| [Antitoxin (3) 450 "12 | Bl j|PegKnght | 2 | 6 


are ETE 


it's up to you to save him. It's better to send 1 
units away from Nils than to cluster around him, so move to | 
the middle and hold your ground. You need last only 11 turns | 
| to po complete the chapter. 


HEATH — 
rova ИО 


RATH | 
г аы Level 8 Nomad ted 


Enemy Reinforcements 
TURNS PLACE CLASS TOTAL LEVEL 
3 EY | Fighter 2 8 
4 | E [Cavalier 1 
4 Monk 2 
4 {Knight 2 
4 19 | Nomad 1 
5,9 Wyvern Rider 1 
5,9 Wyvern Rider 1 
5 m [Fighter 1 
5 | Archer 1 
8 И Cosi 1 
8 {Nomad 1 
8 Wyvern Rider 1 
8 Wyvern Rider | 1 
Mage 4 


10,000 G 


KNIGHT CREST 


BRAVE AXE 


Elixir (3) 3,000 
Chest Ке 1,500 
Lockpick 1,200 


Physic Staff _ 3,750 
Torch Staff 1,000 


Unlock Staff ^ 1,500 
Barrier Staff 2,250 


"When you need to cover a lot of ground quickly, Paladins аге the 
way to go. Bring a Thief to open the chests and a Shaman то take 
out everyone who gets in the way. There are lots of flying units on. 
the map —Archers are welcome. 


Don't Fear the Reaver 


Most of the enemy units are carrying Reaver weapons that reverse 
the weapon triangle. It can be a bit confusing at first and leave you 
at a disadvantage, so check out your enemy's equipped item before 
you charge into battle. 

The old switcheroo! Don't worry about. 
Reaver weapons. Just substitute your 
normal attack weapon for the opposite 
'one— you'll be fine. Or you can take 
everyone down with magic. 


Hold the Center 


The secret to clearing Kinship’s Bond is to take and hold the center 
of the map, Once you do, all units will have to come through your 
troops to get to Nils. Place high-Defense units at any entrance to 
slow down enemies, then back them with magic users. 


During the second turn, Lyn's old buddy Rath will make a dramatic 
entrance from the northeast corner of the room. Have her waiting 
there so she can talk to him and persuade him to leave behind the 
life of a wandering mercenary. 

If you don’t talk to Rath, he'll ride south 
and probably get himself hurt. Do every- 


one a favor and speak to him—he's a 
great unit to have. 


Ballistae 


The Ballistae on the eastern edge of the map presenta problem. You 
can either keep all your troops out of range until the battle is over, 
or dispatch a couple of units to deal with them. It’s a full-time job— 
there are a lot of Archers in the area. 


Once the center is yours, rain pain down on your enemies with the two Ballistae 
in the center of the room. 


Heath 


Heath is just itching to join your party, but you'll need to plan 
ahead. Station the unit who will speak with him outside of the 
Wyvern Rider's range, then rush in on your turn and talk. Try to 
meet Heath near the center of the room. 

Heath will speak to any of the Lords and 


also to Ninian. Hector is as good a choice 


T vish to surrender asany. 
to uour group, — [5 


If you want to attack the Ballistae, bring 
a Paladin, a Shaman and an Archer. Once 
you free up a Ballista, have the Archer 
driveit to the center of the map. 


Eubans believes in old- 
fashioned combat— 
none of this Reaver 
stuff for him. Sendin 
Hector to cleavehimin 


TrA 


Chapter 2 3 ts slow going in the desert, as the 77 
shifting sands drop the Movement stats of all 
but flying units—and really limit those on horseback. | 
There's lots of buried treasure here, but it's hard to get it all. 


Defeat all enemy units & protect Pent. 


Concentrate on the goodies you want the most. 


-— 


HAWKEYE 
Level 4 Berserker 


EW MEMBER | 
NOTES 


aside quest. 


| 


Guiding Ring 
Jasmine has a Guiding Ring, but it's 
tough to get close enough to take 
it. Wait until he has a Hand Axe 
equipped, then rushin and take the 
ring. If you wait until he's weakened, 
you can finish him off on the same 
turn and keep your Thief out of mor- 
tal peril 


HERO CREST 
Pent the Gent 


Get a flying unit to Pent as fast as 
possible, or he'll smite all the ene- 
mies and take the EP for himself— 
which prevents you from earning 
the side quest. A Peg Knight can 
avoid the Archers and reach Pent in 
three turns. 


LIGHT BRAND 


Enemy Reinforcements 


TURNS PLACE CLASS 


TOTAL LEVEL 


3 E | Wyvern Rider 
5 | E [WyvernRider 
5,6 Маде 


| 
7.8 | D [Shaman 


You'll need multiple units to take out Paul. Use all your 
ranged units to weaken the boss. If that doesn't fell him, 

| move in. punow or Eliwood and have the character use 
hi most. powerful weapon. 


NOMAD TAYE, 


THIEF is E 
== 


FILLA'S MIGHT 


E 


Buried Goodness 


То find the treasure, have а Thief or a unit 
with high Luck walk around the areas 


marked with dotted lines on the map. Once 
you find the item, move on to the next one. 
The items are rare, so leave one of the 
bosses alive and try to collect them all. 


Jasmine starts out with a Hand Axe equipped, so send 
Hawkeye in to engage him in close combat. When he 
‘switches to the Steel Axe, fire away with magic and 
long-range unit 


Hawkeye, Oh My 


Hawkeye appears during the second 
turn. Luckily, he shows up in the same 
place where your party starts the 
mission, so its easy to recruit him. 
He'll join the party only if a fellow axe- 
wielder, Hector, asks politely. 


| dlector's Stony, 


j Defeat all enemy units. 


Units that are at level 15 or higher and haven't yet changed | 
classes will be most welcome. | 


keye and earn 700 or more EP in Chapter 22, then accept the side quest. 


MYRMIDON 


DOOR KEY DOOR KEY Walled In 
On the first turn, a wall will appear 
in this space and separate your 


Lockpicks Are Key 


There аге many doors in the chapter, but 
also many enemies who carry Door Keys, 
If you want to save your Lockpicks, wait 
until you receive a Door Key before moving 
on to the next part of the map. 


party into two groups. Place your 
party carefully before the battle so 
youhave a good balance on each 
Side. You can eventually reunite by 
smashing through the cracked walls 
at the north end of the map. 


DOOR KEY . 
NOSFERATU MAGIC Е He i SILVER LANCE 


ELFIRE MAGIC pw pe па SILVER BOW 
RECOVER STAFF Е aim p i SILVER AXE 


SHINE MAGIC : es Ре SILVER SWORD 


SECRET BOOK BERSERK STAFF 


Movin' On Up 


Enemy Reinforcements 
PLACE CLASS TOTAL LEVEL 


Kishuna stayed put in Eliwood's 
story, but he'll move around during 
Hector's. As he moves, the antimagic 


Troubadour** 
Shaman** 


Monk** You can't eliminate Kishuna, so it's a matter of deciding field moves with him. Take out enemy 
which spoils you want from the reinforcements. If you magic users as quickly as possible. 
“If Kishuna retreats because you open the center door attack the Imprisoner, you'll get magic. If youopenthe — | Evenif they're helpless one turn, E 


grand charge him, you'll get weapons. ? | they may turn on you the next. 


++ Kishuna retreats because you attack him 


yo 
g is a problem, but Lloyd is your main concern. He'll attack | 
- from afar with Light magic and up close with a devastating | 


| Defeat the enemy Swordmaster, Lloyd. 


Meet Wallace 


Lyn, Kent, Sain, Wil and Florina can 
all convince Wallace to join the 
party. When you go to meet him, 
take the right-hand bridge. If you 
cross the left, Lloyd will attack. 


> Lloydhas Sn Critical rating anda powerful weaponat | 
1 his disposal. No doubt, he's tough. Send in a General to. 
% л istract the Swordmaster, then take him out with Dark 


Be I ic. The Wolf Beilis effective, but risky di 
A | 


; On the Move a 
1 Lloyd will move toward youif you 
enter his range. Be especially cau- ARMORY 2 


tious if you plan to spend time at 
the arena. You don't want your trip. 


Я cut short. 
Lancereaver — 1,800 
| Steel Lance 480 
| VENDOR 1 1,950 Enemy Reinforcements 
Steel Axe EGU TURNS PLACE CLASS TOTAL LEVEL 
Swordreaver — 2,100 48 E | Мугтідоп 4 15 
Steel Bow 720 4,5 E [Brigand 2 | 0a 
5,10 Monk 4 |o] 
SECRET SHOP RestoreStaff 2,000 ARMORY 2 $ | EP [Brigand 1 1029] 
Armorslayer — 1,260 Iron Sword 460 7 | B [WyvmRide 2 [| 10 | 
Longsword 1,260 firon Lance 360 7,9 19 | Monk 2 10 | 
Heavy Spear _ 1,200 Fire Magic 560 Javelin 400 7,9 Myrmidon 2 1 | 
Horseslayer __1,040 | [Thunder Magic _ 700] |Iron Axe 270 8,9 Monk а | 1 | 
[Hammer 800] Lightning Magic 630 Hand Axe 300 8,9 Myrmidon 2 10 | 
[Halberd 810] s Magic i Iron Bow 540 8,9 10 | Mercenary 2 | 0 | 


Off nse (2) 


[VENDOR 1 БЕ 


Defeat the enemy Hero, Linus. 


= you'll advance to this version of Four-Fange 
Offense. There's no fog, but you'll face waves of Wyvern Riders. 
Use Archers and Fighters to clear them out, and don't forget to 
bring Dart! He has an appointment with an old friend. 


(Talk to Geitz) 


ARCHER 


FIGHTER 


Bolted to the Ground 


The Sage in the northeast corner 
knows Bolting. The spell has a very 
long range but can be cast only five. 
times. Move a unit with high 
Resistance within the Sage's range, 


then either let him waste his spells or 


5 [y ££. 7n rush in and take him down. 
fo 
i e 
2 | = тә 
9, АВМОВУ 1 
а $ Steel Sword _ 600 
$ = Lancereaver — 1,800 
Steel Lance 480 
Axereaver 1950 
Steel Axe 360 
Swordreaver — 2,100 
Steel Bow 720 


Vulnerary(3) 300 

Antitoxin(3) ^ 450 Fire Magic 560 
Heal Staff 600| [Thunder Magic — 700 
[Mend Staff ^ 1000| [Lightning Magic 630] 


Restore Staff 2,000] 


| 


Flux Magic 900] 


TURNS 


Enemy Reinforcements 


PLACE CLASS 


TOTAL LEVEL 


5 Corsair 3 10 
[ 6 [| 9 | Mercenary <a [ESQ 
[6,12,16 | WyvernRider | 6 | 10 
10,14,18] | WyvernRider | BIS | ae 


($) BOSS: 


|CLASS | 
LEVEL 
|| HP 
МЕДИЈ Silver Blade, Hand Axe 
The Silver Blade has a high Attack power, but the Hand 


Axeis payee Blast Linus froma distance so he 
lips the Hand A; en move in with a Swordmaster 


finish him off, d 


ARMORY 2 


^ 1 
It's Me, Buddy! Iron Sword 460 
Geitz and Dart know each other, but 
that won't stop the Warrior from Iron Lance 360 
attacking his friend the RESI Javelin 400 
he gets. Use a unit with high 
Defense to lure Geitz out, then have Iron Axe 270 
Dart speak to him. If Dart is already Hand Axe 300 
a Berserker, he can probably take a 
blow himself. Iron Bow 540 

SECI 


Heavy Spear 


Armorslayer — 1,260 
Longsword 1260 
1200 


Horseslayer 
Hammer 


Ocean Seal 


1040 


50,000 


"Knights and Cavaliers, so plan accordingly. In 
this battle, let the enemy come to you. Once you've taken 
H — = ________| out the initial units, move as a group to your next goal. Any H 


OBJECTIVE | Capture all three fortresses. unit can wait a turn at the fortress's doorstep to claim it. 


Elysian Whip 


ARMORY 


-—— «uu» 


Enemy Reinforcements 


Pirate 
E [Cavalier 
BE |PegKnight 
Bl [Peg Knight 
Pirate* 

** 
ARMORY Monk 


TI 

SteelSword — 600| |MendStaff ^ 1000 EE ) 
Steel Lance 480 | |Thunder Magic 700 * Appears when you cross line а) 

Steel Axe 360 ] Lightning Magic 630 ** Appears when you cross line (2) (2 per turn for five turns) 

Steel Bow 720 | [Flux Magic 900 *** Appears when you cross line G) (З per turn for five turns) 


ПОЛА SAAT Gime 


= 


RECOMMENDED MEMBERS 


зеп on the Cavaliers. Bring in a Ber 


Ballistae 


There are three Ballistae on the northern end of the map. The easi- 
est way to eliminate them is with Ballistae of your own. Bring a 
high-level Archer or a Sniper for the job. 


Use Ninian's Dance move on your Archer every turn. If he or she is at a high 
enough level, you сап destroy the enemy machines in just a few turns. f you 
have a high-level General, you can also place him within range and let the ene- 
mies waste their Ballistae ammo on his nearly impenetrable armor. 


Pirates 
Lots and lots of Pirates will flood in from the southwest and north- 
east. Station units on either side to intercept the sea dogs and elim- 
inate them. 


Sword users are your best bet, but any- 
опе armed with an Axereaver will also 
get the job done. 


ло || 
26 


Elysian Whip 
1f you dawdle, thugs will destroy the eastern village, and then you 


won't be able to get the Elysian Whip. Send a Peg Knight to the vil- 
lage— keep her as far east as possible to avoid the Ballistae. 


‘each Fane 


Monks will appear as soon as you visit the village, but their offensive power is 
low. You can probably handle them with a single Peg Knight—although a 
Falcoknight will have a much easier time of it. 


There aren't many Archers around, so send out as many flying units as 
you like—bur keep them hidden until you take out the enemy Ballistae. 
Use Archers on the enemy Peg Knights and Mercenaries and Swords- 
serker or two to clean up the rest. 


PEG KNIGHT MERCENARY 


ARCHER BERSERKER | 
—— nue 7 — > 


Retreat 


A herd of Cavalry will come from the north about seven or eight 
turns into the battle. It can be tough to fight them all in the open, 
so retreat to the bridge near Merlinus’s tent and make your final 
stand there. 

Hold the bridge with strong defensive 


units and back them with long-range 
attackers, 


5 


Ed M tf Black Fava! 


Е vo 


Farina 


A mercenary Peg Knight named Farina will appear over the south- 
east mountains at the beginning of the fifth turn. She will join your 
party if you pay her a kings ransom: 20,000 gold! If you've been 
spending time at the arena, you may have that much lying around. 


Yes, 20,000 goldis a lot of scratch, but 
Farina is a good unit. She also has an 
incredibly high growth rate, which. 
means she'll get stronger faster than 
nearly any other unit. Farina will stay on 
the map for the whole mission, so if you 
don't have the money, you can head for 
Merlinus or the Armory and start selling 
items. 


L 
Tn yours for 20,000 gold. 


For all his big talk, Pascalis pretty 
easy todefeat. If youhave three 
Falcoknights (or two Falcoknights 
and а Peg Knight), you can form a 
triangle and take him down. 
Otherwise, use Hector or the. 
Berserker of your choice, backed 
with a high-level magic user. 


BERS 


Long-Range 
Lashing 


There аге a number of Ballistae on 
the map. Bring a couple of Archers 
or Snipers and use them against 
the enemy Wyvern Riders. 


Double Dragons 


Unfulfilled Heart contains a ton of 
Wyvern Riders, and they're smart. 
Instead of heading in one by one, 
they'll wait to attack until they 
have superior numbers. Clump units 
in the center of the map and wait 


LEVEL 


i | 
for the riders to come to you. "NEN |j 
WEAPON бре —— 0 0 0 0] 


ida will join your team later, so you don't want to 
her. If you simply stay out of her range, you wont - 
he зате spot for the entire level 
е d spend 


Dangerous Buying 


It's hard to use the shops because 
they are right in Мада attack 
range—but they carry such cool 
things! If you want to go shopping, 
have one flying unit purchase items: 
and another flying unit rescue the 
first. 


LUNA MAGIC 


ARMORY 
KilingEdge 1,300 
[Killer Lance — 1200 


Heal Staff 600 
Mend Staff _ 1,000 
Elfire Magic — 1200 
Shine Magic 900 
Flux Magic 900 


Killer Bow 1400 


GJC 
E HAMMERNE STAFF 


— | Knight Crest 


The Cavalier in the southwest corner has a 
Knight Crest. Use а Thief to take it from him 


before you put him down for good. Wyvern Rider| 
Е 7 = Wyvern Rider 
EI | Wyvern Rider 


[Wyvern Rider 


lonk level totals are higher than your Fighter, Mercenary 
and Myrmidon level totals, you'll fight in this chapter. 


KAREL* 
Level 8 Swordmaster 


Upper Classes 


If you defeat two or more Snipers, 
Generals or Bishops before turn 10, 
Karel will arrive. If you take out one 
or fewer, Harken will appear. 


2 
CLASS 
LEVEL | 

| 


| HP 41 


GUIDING RING | WEAPON 
A | has a very high Critical rating, so you don't want to 
| Е=ы Kenneth down from long ra 's weak against. 
attacks—move in with a Silver or Killer weapon, 


CHEST KEY 


TURNS PLACE CLASS _ TOTAL LEVEL 


[Brigand 
[Myrmidon 


Воооооот! 
Most of the magic users inside the 
main building have spells that can 

strike from a long way off. Sendin 
units with high Resistance to clear 
out the enemy spellcasters, then 

sweep through and clear out any- 
one whos left. 


|Него"/5 master* 


Harken or Karel 


If Harken appears, speak to 
"m СВА x EST himwith Isadora, Lowen, 
3 СВА 5 ER OE Oswin, Marcus, Hector ог 
Eliwood. If Karel appears, 
ГІ talk tohim with any of the 
ГУУ Lords. See the Upper 
х Classes box to discover 


how to make each one 
appear. 


_| this Pale Flower of Darkness chapter. Lots of doors ma 
for an interesting time—bring a Thief along. 


KAREL* 
Level 8 Swordmaster 


WHITE GEM 
DOOR KEY 


DOOR KEY 


DOOR KEY 


HERO CREST Д DOOR KEY Ё SHORT SPEAR 


TURNS PLACE 


Trapped Like Rats 


Most of the enemy reinforcements 
come from points A and B. Station 
a General (or a Knight if you don't 
have one) at the end of the narrow. 
passageway and take them out one 
у one. Put another high-Defense 
unit in the middle of the map in case 
anyone tries to sneak around from 
the north. 


Harken or Karel? 
If Harken appears, speak to him 
with Isadora, Lowen, Oswin, 
Marcus, Hector or Eliwood. If Karel 
appears, talk to him with any of the 
Lords. See the Door Wars tip to 
find out how to make one or the 
other appear. 


CLASS TOTAL LEVEL 


Door Wars 


[Nmd Trooper 


Tomake Harken appear, you must 
unlock four or more doors. To make 


[Falcoknight 


Karel appear, you must unlock three 


[Wyvern Lord 


or fewer. Each time you open a door 
you will have to fight the enemies 


[Wyvern Rider 


inside the room, so be careful. 


Nmd Trooper 


n 
[8] 
[5] 
[B] 


Hero*/S'master**| 


 Jermes Dur Brand can attack from short and long 
much more dangerous close up. Use magi 


EB 


jic 
М a to weaken him, then mah witha Gereral 


*Harken 
** Karel 


ian 


-| map, and Jaffar heads south instead of staying put. Get to | 


OBJECTIVE | Protect Zephiel for 15 turns. Nino, then take out Ursula while she's casting Bolting. 


NINO 


DOOR KEY To the Eastside 


Send most of your units around the east- 
ern side of the map. When you reach Nino, 
have Hector speak to her. Once she's on 
your side, have her speak to Jaffar. Don't 
leave Nino without a guard—she has low 
Defense and not much HP. You may want 
to rescue either her or Jaffar and bring 
them together in that fashion. 


ELYSIAN WHIP 
RESCUE STAFF 


DELPHI SHIELD 


Ursula has a high Resistance rating, but her Defenseis — | * 
low. Move in with a melee unit and use a Killer or Silver 
weapon to defeat her easily. ped units are a 
| bonus—you don't want to give her time to run away and. 
Over the Wall | cast more magic. h 


im. 
Enemy Reinforcements 


TURNS PLACE CLASS 


TOTAL LEVEL MI TURNS PLACE CLASS TOTAL LEVEL 


2:4 E [Thief 3 n 

а | E [Sniper Et EE) E [Маде 

4 [ Archer ESL] Bes 7 [Sniper 
Thieves will plunder the treasure 5,9, 12714] BY Маде [5 | 7] 7 BI [Archer 
chests on the west side of the room, "ERI Monk pute E 8 W |General 
It's hard to get units there in time to 
stop them So bring long-range unit J Shaman | 1 | 3 || 8 [Knight 
(like а Sniper) to take out the Thieves ETERNI Mercenary | 1 | 13 | 
from the other side of the wall. $ | Hero (ips al 


737 
ap н 
Chapter 26 x. | om 
power—but you can defeat her with care 
inning. The mission is easier in Hector's story than in Eli- 
'wood's, but it's still no walk in the park. If troops get trapped 
on the water, be ready to rescue them with flying units. 


IREMENTS | Speak to Nino and Jaffar in Chapter 28 (both must survive), then accept the side quest. 


evel 13 Assassin 


SNIPER 


THOR'S IRE 


No Merlinus 
The Transporter can't come on the. 
mission, so prepare beforehand. , 
Make sure that everyone has „| ELO: ў 

weapons that are in good shape lk s ИЯ, > æ RECOVER STAFF 
before they set out. You also won't E z $ 1 

be able to send items to Merlinus. 


FELL CONTRACT Ј 


Snipe Hunt 


The Sniper on the westernisland is 
armed and dangerous. If you have a 
strong Falcoknight, sendher out to 
deal with the arrow flinger. If she 
has the Delphi Shield, the battle will 
bemuch safer. 


SPEEDWINGS 


Sinking Bridges 
All the bridges will rise and fall dur- 
ing the battle. Check the chart 
below to see when each bridge will 
appear, then plan your strategy 
aroundit. 


Ballistae Bash 


There are three Ballistae and three 
Archers in the northeast corner of 
the map. Senda Berserker across 
the water to take out the pesky 
enemies, then use a Thief to plun- 
der the treasure chests. 


Enemy Reinforcements 


TURNS PLACE CLASS 


TOTAL LEVEL 


Bridge Appearance 2,3 E | Cavalier 
by Turn 2,3 | Nomad 2 
BRIDGE TURNS 4-6 WyvernRider| 6 
© 1-9 5-8 Bl |WyvernRider| 4 13 
© ]|t9,22andlater 11-16 B] | Cavalier 6 13 | 
© [5-19 12-14 Falcoknight| 3 6 
| C [519,22 andlater 12-14 PegKnight | 6 13 
© |10-19 12-14 Pirate 9 18 
© |10-19,22 and later 14-16 Eb |Thief 3 13 SSA mey = 
C |1518, 22апћатег | | 14-16 Pirate 3 [5 | ff heroino spells Once jou foveacieorpathrotheboss, | 
© |22andlater | [46 | B [Pirate EIE in multiple units with high Resistance and strong 
© | 30andlater _| 14-16 Nomad 3 13 


(МИТЕ ТО И ZEE 


Heal Staff 600 
Fire Magic 560 


Thunder Magic 700 
Elfire Magic — 1,200 
Lightning Мадіс 630 


Shine Magic 900 
Flux Magic 900 


ARMORY 
Iron Sword 
Silver Sword 


1,500 
360 


Iron Lance 
Silver Lance 
Iron Axe 


Silver Axe 1,000 
Iron Bow 540 
Silver Bow 1,600 


TOTAL LEVEL 


|Мегсепагу“ 


Bl |General 
D 

Nomad*** 

[Paladin*** 

|Cavalier*** 


[Wyvern Lord (Vaida)**** 
Wyvern Rider**** 
Wyvern Rider***** 


Wyvern Rider***** 


ARMORY Å VENDOR 


defeated Linus in Е 23, d will be 
paves te ман: ће Brand and has a 
Use high evel magic fee or 


you defeated Lloyd in Chapter 23, Гава your 
nan at the end TTE He has low 
e, so try blasting him with Anima magit 


Go West 


Take your group of brave warriors 
west, then move north across the 
two bridges. Lead with а General or 
Paladin, and back them with 
Berserkers and magic users. If you 
feel overwhelmed, wait four turns 
between bridge crossings. 


Vaida 


Vaida will appear in the southeast 
corner at some point during the chap- 
ter, (See the Enemy Reinforcements 
chart for details.) When she shows, 
have Hector speak toher to receive a 
new teammate, 


* Appears when you cross bridge Q) —once per turn for four turns 

++ Appears when you cross bridge (2) —once per turn for four turns 

*** Appears when you cross bridge(3) —once per turn for four turns 
**** Appears when you cross the dotted black line 

***** Appears one turn after Vaida—once per turn for three turns 


: 


OBJECTIVE | Move Hector to where Kaim stands. 


INEW MEMBERS | None 


Don't bring a bunch of 
Chest Keys or, heaven 
forbid, a Thief to open 
the chests. Wait for 
enemy Thieves to open 
the containers, then 
smite the baddies and 
take the loot. 


TOMAHAWK 


Kaim is a pretty easy boss—especial- 

x considering how hard Georg was in 
liwoods story. If you use a Silver 

Sword you can destroy him (d 


ELIXIR CHEST KEY 


The red boxes on the above. 
map represent places 
where violet-colored poison 
gas spews from the walls. 
You can cross them without 
fear, but don't be standing 
on one when your turn ends, 
or you'll take damage and 
become poisoned. 


~ 


Мета TAYA СІС, 
Cio uo ОУ 


DRAGONSHIELD 


WHITE GEM 


SECRET SHOP 
Orion's Bolt 10,000 
GuidingRing — 10,000 


fe GCS 
soss: Denning 


| CLASS 
| LEVEL 


Denning can't attack units that are next to him, so use a 
|| sword, axe or lance to take him down. Once he's defeat- 
reinforcements will stop coming. If you want 


just box him in. j 


most of them ha 


poison 
"weapons. Leave your flying units at home and bring along 
magic users, Generals and Paladins. You'll need the Warp 
Staff and Member Card to access the secret shop. 


Setunits one square south of spaces 
DandE, When Archers appear, they 
will be unable to attack and you will 
be able to bump them off at your 
leisure. It's a great way to level up 
units. 


SWORDSLAYER 


Enemy Reinforcements 


TURNS PLACE CLASS TOTAL LEVEL 


General 2 6 
E | Thief 4 15 

2363 B [Kim | 8 | 5 | 
Knight 2 15 


Ѕһатап 6 
Archer 6 


Sniper 2 
Knight 2 


Ege ин 
6 | 5 


15 


Distant Dreams 


The Druid in the south has a Sleep 
Staff with five charges. It has a long 
range and can cause trouble for your 
units, so send a high-Movement unit 
to take him out as early as possible. 


Ы. 
Chapter 31 ж, If runni 
pick it up now. Sell all your Iron weapons and 
eplace them with Silver, then grab Elixirs, magic and what- | 
| ever else you desire. If Bartre is a higher-level Warrior, you 
can get a new party member. 


> | KARLA 
Level 5 Swordmaster 


BARTRE 
(Talk to Karla) 


То get Karla on your team, Bartre 
must be a high-level Warrior or he 
won't survive the attack. Send him to 
the arena (not inside it) and have him 
fight Karla. If he withstands her 
attack, she'll join the team. Give 
Bartre the Iron Rune to increase his 
chances of survival. 


ARMORY 4 


ARMORY 1 ARMORY 3 


Fire Magic 560| [Slim Sword 480| Jiron Axe 270 
Thunder Magic _ 700 | [Iron Sword 460| |Steel Axe 360 

Elfire Magic 1,200 | {Steel Sword 600| |Silver Axe 1000 
[Lightning Magic 630 | |Silver Sword _ 1,500 | {Killer Axe 1,000 
Shine Magic 900 | |Killing Edge 1300| |Swordreaver — 2,100 
Divine Magic _ 2,500 | [Lancereaver 1,800 Hand Axe 300} 

Flux Magic 900 

ARMORY 4 

Vulnerary (3) 300 | |Slim Lance 450| {Iron Bow 540 | 
Elixir (3) 3,000 | Jiron Lance 360| [Steel Bow 720| — 
Pure Water (3) _ 900 | [Steel Lance 480| [Silver Bow 1,600 
[Door Key 50| |SilverLance — 1,200] |Killer Bow 1400 

Heal Staff 600 | [Killer Lance 1200| {Short Bow 1,760 | 
|Мепа Staff 1,000 | |Ахегеамег 1,950} |Longbow 2,000 
Recover Staff 2,250 | |Javelin 400 

Restore Staff 2,000 


ough. To get Renault on your team, send someone to the 
ruins in the northwest corner. Get there by the seventh turn, 
ог the Bishop will flee. 


EW MEMBER am RENAULT 


bs 16 Econ 


Earth Seal — 20,000 
FellContract 50,000 
Ocean Seal ^ 50,000 
Physic Staff — 3,750 
Unlock Staff —1500 
Barrier Staff 2,250 


Enemy Reinforcements 
PLACE CLASS 


TOTAL LEVEL 


Cavalier 
Cavalier 
Wyvern Rider 
Wyvern Lord 
Wyvern Rider 
General 
Knight 

Falcoknigi Move Fast 5 


Falcoknig If you clear the chapter in 20 
Paladin turns or fewer, you'll unlock a 


121] 


|10-12,25-35 
10-12 


~ side quest. Use units with high 
Cavalier Movement to rush north, tak- 
Falcoknight ing out enemies as you go. 

Don't worry about eliminating 
Cavalier every bad guy—leave the с 
Wyvern Rider stragglers to the rest of your 

band. You may want to rescue 

Nmd Trooper Hector and carry him to the i 
Paladin tone soneca erts as 


— soon as Limstella falls. 
Cavalier 


Nmd Trooper** 


| 
| 
Bang Nag, Fer Маје | 
| 


EZ ЕЕЗ ES f E I E ЈЕ | си | Bs 


[Warror*** | 1 | *When you cross line C) Limstella has = Defense andResistance numbers,but | 
[Brigand*** | 4 | ** When you cross line (2) he's vulnerable to the Luna spell. Eliminate the Archers 
Sniper**** 8 ***When you cross line (3) at appear around her, then sendin a Druid to finish her 
т g | асо] | j 
niper? 2 


fare Па а 
v x i 


ime, e 
1 of a dank, dark dungeon and track down 

m /ho puts your magic on hold. The way is littered 

Generals, Archers and Swordmasters, so take your b 

and strongest units- The Value of Life is a poor traini 

ground for rookies! 4 


RUNESWORD 


: 
id 
Е 


General 


Sniper 
General 
*Two Snipers appear as soon as you open 


Valkyrie 
| Sni " the center door. The rest of the units will 
p = appear on each turn thereafter, alternating 
General between Snipers and Generals. 


Nintendo Playe 


COMMENDED MEMBERS - 

Lots of enemy Generals means you need axe users by the dozen. 
_ Give everyone a distance weapon like the Hand Axe, Heavy Spear 
_ or Tomahawk. High-level Snipers might serve you well, but they 
't do much damage to the General: 


53 
Generals Center Door 

Most of your enemies are Generals. They are weak against axes,so Enemy reinforcements will come as soon as you open the center 
Berserkers, Warriors and, of course, Hector can handle them with оог that leads to Kishuna. Take out all the enemies in the area 

relative ease. The bulk of the Generals have Spears, so you'llwantto before you unlock the final barrier. 


be able to attack them from a distance. 


By now, Hector should be an S-level axe 
user. Give him a Wolf Beil, Silver Axe and 
Tomahawk, and let him go to town. 


Defeat the Swordmaster next to Kishuna with a long-range weapon, then open 
the door. Kishuna won't attack, so your first priority should be the troops that 
enter the room. 


Have a Chest Key 
Don't bring a Thief for the two chests—the character won't be any 
help to you for the rest of the chapter. Instead, give a Chest Key or 


two to the troops that you want to fight. You should have some lying 
around from previous missions. 


CLASS 
| LEVEL 
е 


The stuff in the chestsis пісе, but its | 
not essential by any means. Don't sacri- 
fice yourself for treasure. 


Kishuna won't move or 
attack, but he's a slip- 
регу devil and hard to 
hit. Send in units witha 
high Skill rating and be 
patient—it may take а 
while to bring Nergal's. 
creation down for good. 


Valkyries 


After turn 12, Valkyries will start to emerge from the stairwells near 
your starting position. They can use offensive magic in addition to 
healing spells, so you'll want to take them out. Leave one unit 
behind to deal with them while the other four head for Kishuna. 


You can fight Valkyries with magic if you lure them out of Kishuna's antimagic 
one, but they are much more vulnerable against physical weapons. If you feel 
sneaky and somewhat cheap, park Merlinus on the stairs so they can't enter. 


fiapter 


fo show Nergal what hap- 
= pens when you mess with a Lord of the — j 
Tealm. Light is the same for Hector as it was for Eliwood— 


and if a strategy worked once, there's no reason to change! | 


Defeat the Dark Druid, Nergal (151). | Take out the units as they appear, because you don't want to 


Defeat the Fire Dragon (2nd). | fight more than one or two at a time. 


ee 


LUCE MAGIC 


BASILIKOS 


RIENFLECHE 


Door Opening 


DOOR TURN 


Dark Druid* 
Sage* 
Druid* 


BE jDruid** 
Druid** 19 
General** 3 10 


* Appears when you defeat all enemies 
** Appears the turn after you defeat all enemies 


RECOMMENDED MEMBERS 
| Give your Lords the three magical weapons that Athos provides. 
Bring along anyone who has an S rating in a weapon type—the 
enemies drop lots of powerful weapons, and chances are someone 


SNIPER 


Uhai Safety Zone 


Draw out Uhai by waiting just outside his range, then stand next to In the second stage there are magic users on either side of the room. 
him and attack with melee units. (Kenneth won't come out until you None of the units move (including the Fire Dragon) so end each 
defeat Uhai.) turn out of range to avoid unpleasantness. Always stay four squares 


away from the dragon. 


Brendan and Darin 


Brendan and Darin have no long-range attacks. First use magic to 
take out Brendan, then use Hector and Hawkeye to eliminate Darin. 
Keep your units out of Darin’s range until Brendan falls. 


Ursula and Jerme 


Use Gespenst or another powerful Dark magic spell against Ursula, 
and Killer ог Silver weapons against Jerme. The pair will emerge at 
the same time as Lloyd and Linus, so get ready to split your forces. 


Lloyd and Linus 


Use magic to eliminate Lloyd immediately, then hit Linus with 
heavy weaponry. The Berserk and Sleep Staffs will help—use one 
on Linus so you don't fight both brothers at the same time. 


Kenneth 

Kenneth will come after your troops once you send Uhai to meet his 
maker. Defeat Kenneth with Athos and any other units that have 
high Resistance ratings. 


15 3 * т Sus Ӯ. 
| 5 - D 
Ereshkigal Magic scm E а | 
5 2 INO 
Athos showed up for a reason! | n AX «m 
Get close to Nergal, then move m E» a e 
p Dosen inandhave him cast М SUE 
tone ар Да ar | The strategy on page 87 is a surefire way to defeat the Fire Dragon, If you 
Staff, then attack again on the ant to try another method, sendin Athos with the Luna spell and have. 
next turn. If you have a powerful |. аск. After his first turn, you can either use the dual Physic Staff 


Falcoknight, give her the Rex Y 
Е ‘him ct ly, then send him back into batt 
Pasta eeu m » ; [^ üthefom) 


ie shown on page 87 or rescue him with ШЫ? units. either way, 
е. 


have a Bt ing | 
пе H 


‘Bonus Tips 
Even the best field marshal can use some extra advice. Below are a few tips that you 
should keep in the back of your mind during every battle. 


A Quick Repair Job Come on Baby, Light My Way 


There's a sneaky way to restore an item's usability if it is damaged— There's nothing more annoying than lighting a Torch and uncover- 
let an enemy Thief steal it! You can then steal the item back with all ing very little. To avoid such nastiness, always have Thieves light 
its uses intact. your Torches. 


A Thief with a Torch will eliminate fog 
or darkness within a 12-square radius. 
Now that's a fair distance! 


Seize throne 


that Thieves can't steal weapons. 


The Lord of the Rings Staff Infection 


Nina and Nils can use a variety of rings that give status bonuses to Clerics and Troubadours can use 
your units. Chief among the jewelry is the Niniss Grace, which staffs only, and because of that, 
increases а unit's Defense for a single turn. If you're clever, however, — they are the most difficult units to 
you can use the ring once and reap the benefits forever. level up. Check the chart below to 
see how much experience they gain 
for using particular staffs, then 
focus on the heavy hitters. 


STARTING CLASS UPGRADED CLASS 

BARRIER 

The trick works best in the arena. First, use Ninis's Grace on the unit of your BERSERK 40 20 

choice, then send the unit off to fight in the arena, With the fortified Defense 

and Resistance ratings, he or she should win easily, FORTIFY 60 30 
HAMMERNE 40 20 
HEAL 7 8 ] 
MEND 12 6 
PHYSIC 22 T 
RECOVER 7 8 

4 RESCUE 40 20 

After the arena battle but before the turn ends, rescue the unit in question. At RESTORE 20 10 

thenext turn, drop the unit off and then have Ninian or Nils dance to give the res- SILENCE 30 15 ] 

cued unit another turn—the Ninis's Grace stat bonuses will still be in effect! You 

can use the trick again and again until you grow tired of arena combat. SLEEP 35 17 


TORCH 15 


UNLOCK 7 8 | 
— 
WARP 85 42 
= 
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